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THE UNDEAD LEGIONS 


/Viter many centuries, the Great Necromancer 
Nagash has returned, and now his dominion 
over the living dead is total and absolute. For 
the first time in living memory the disparate 
forces of the dead are united in purpose, 
answering Nagash s summons and fighting 
together under his rule. Mummified kings 
ride into battle beside bloodthirsty vampires, 
whilst skeletal legions from a bygone age 
form ranks besides corpses freshly risen from 
their graves. Nagash s undead legions are vast 
beyond mortal comprehension, utterly 
relentless and totally without mercy. The age 
of the living is finally drawing to an end... 

INTRODUCTION 

This section allows you to pick a force of 
Undead miniatures ready for battle, providing 
you with a new set of army special rules to 
use an Undead Legions army in your games 
of Warhammer. This force will combine units 
from both Warhammer: Vampire Counts and 
Warhammer: Tomb Kings, and includes 
powerful new units and characters found in 
this book - including none other than 
Nagash, the Great Necromancer himself. 

Designer s Note: 

Undead and Nehekharan Undead 

Throughout this section, the term 7 htdead*refers to 
units /torn both Warhammer: Vampire Counts a/u) 
units front Warhammer: Tomb Kings. Similarly, 
the term 7 7 ndead Legion** Army refers to a combined 
force chosen from the aforementioned army books . An 


(hxdead legions Anny is considered to ire an non 
aligned force for the purposes of the Allied Armies rules 
found in tlx Warhammer ratebook. 

if you are fielding units from Warhammer: Tomb 
Kings in an Undead Legions Army, replace aery 
occurrence of\Nehekharan Undead' in rates text 
with 7 r ndead \ If a sfecial rule affects models with 
the Undead special rule, it also a ffects model* with 
the Nehekharan Undead special rule, and cue-versa. 

UNDEAD LEGIONS ARMY 
SPECIAL RULES 

There are a number of common special rules 
that apply to several Undead units. The Army 
Special Rules from Warhammer: Vampire 
Counts and Warhammer: Tomb Kings are not 
used. Instead, units in an Undead Legions 
Army use the Army Special Rules detailed 
below. Note that the rules for Resurrecting 
Fallen Warriors have been revised, and players 
should refer to the note detailed below, and not 
those detailed in either Warhammer: Vampire 
Counts or Warhammer: Tomb King*. 

UNDEAD 

All units with the Undead special rule have the 
Unbreakable, Unstable and Fear special rules. In 
addition, w r hen charged, units with this special 
rule can only elect to hold. Lastly, units with this 
special rule cannot make march moves unless 
they are within 12” of the army General. Note, 
however, that this range is not increased to 18” if 
the army General is mounted on a Large Target. 




Vampiric 

Unlike other units with the Undead special 
rule, units entirely composed of models with 
the Vampiric special rule (excluding any 
mounts) can make march moves. 

Undead Battle standards 

In addition to the normal rules for the army 
battle standard, friendly units with the 
Undead special rule that are within 12" of an 
Undead Battle Standard Bearer suffer one 
less Wound than they normally would as a 
result of the Unstable special rule. 


Animated Construct 

Units with the Animated Construct special 
rule have an armour save of 5+. In addition, 
these units suffer one less Wound than they 
normally would as a result of the Unstable 
special rule. This is cumulative with other 
similar effects, such as that granted by being 
within 12" of an Undead Battle Standard. 

Arrows of Asaph 

Units with the Arrows of Asaph special rule 
never count bonuses or penalties To Hit 
when shooting, regardless of the source of 
the modifier. 




Entombed Beneath the Sands 

A unit with this special rule has the Ambushers 
special rule with the following modifications. 
When these units enter the battle in the 
Remaining Moves sub-phase, they do not 
move onto the board as reinforcements in the 
normal way. Instead, place a small marker 
(such as a coin) anywhere on the battlefield 
that is not impassable terrain or within I" of 
another unit. Roll the scatter dice and artillery 
dice. Ifyou rolled a Hit! on the scatter dice, 
the marker stays in place. If you rolled an 
arrow, move the marker in the direction shown 
a number of inches equal to the result of the 
artillery dice. If the markers new position is 
under a unit (friend or foe), impassable terrain 
or a building, place it 1 M away from the closest 
edge of the unit/terrain. Once the final position 
of the marker is established, place the 
emerging unit in a legal formation such that it 
touches the marker, facing any direction. Ifyou 
roll a misfire, or if for any reason some of the 
models in the unit cannot be placed, then the 
unit is not placed. Instead, remove the marker, 
roll a D6 and consult the Mishap table below. 

If a unit is placed successfully, it may act 
normally for the remainder of the turn. Only 
characters that have the Entombed Beneath 
the Sands special rule can be deployed within 
such units. Ifyou have several units with this 
special rule arriving in the same turn, repeat 
this process, one unit at a time. 

A unit with the Entombed Beneath the Sands 
special rule may choose to deploy normally 
along with the rest of the army if the owning 


player wishes. In this case, the owning player 
must clearly state this to his opponent before 
either player begins deploying their army. 

Entombed Beneath the Sands 
Mishap Table 

1-2 Reclaimed by the Desert: The entire unit 
is destroyed and treated as casualties. 

5-4 Buried Too Deep: The unit is not 

placed this turn, but you will be able to 
try again next turn to see if it arrives, 
following the same process. 

5-6 Shifting Sands: The unit enters the 

battlefield from any point on a randomly 
determined board edge, mov ing on using 
the rules for reinforcements. 

RESURRECTING FALLEN 
WARRIORS 

Some magic spells and items can restore lost 
Wounds and even resurrect fallen warriors in an 
Undead unit. Wounds regained in this way 
follow a strict order. First, the unit champion is 
resurrected, and then the musician (standard 
bearers are never resurrected - if the bearer has 
been destroyed, the banner crumbles to dust), 
displacing the rank-and-file models as required. 
Then rank-and-file models with multiple Wounds 
(including command figures) are healed to their 
starting value. Finally, any remaining Wounds 
resurrect rank-and-file models. In the case of 



multiple-Wound rank-and-file models, the first 
resurrected models must he Hilly healed lie lore 
another can be resurrected, and so on. 
Resurrected models are added to the front rank 
until it reaches at least five models (or three 
models if the target unit is Monstrous Inlantry, 
Monstrous Beasts, Monstrous Cavalry or 
Chariots) - additional models can then be added 
to the front or rear rank. If the unit already has 
more than one rank, models can only be added to 
the rear rank. A unit cannot be taken beyond be 
taken beyond its starting size. 

Unless specifically stated otherwise, spells and 
magic items that restore lost Wounds cannot 
heal characters and their mounts. If a character 
has joined a unit, only the unit will recover lost 
Wounds. Furthermore, units with the Animated 
Construct, Vampiric, Ethereal or Large Target 
special rule can only ever recover a single lost 


Wound per successful casting of a spell/use of a 
magic item that restores lost Wounds. 

Designers Note: 

Slain Generals and Hierophants 

Veteran player* will notice that the ruleo pertaining to 
General* nf Undent b/Tke Hierophant* in 
Warhammer: Vampire Counts and 
Warhammer: Tomb Kings, do not appear in throe 
rnleo. Thio io quite deliberate. Before Nagao ho 
resurrection, throe character* (or their Loreo of 
Magic) * cere neceMiry to maintain an army of the 
dead and the magicalaninuu* binding the undead 
would begin to diwipate upon the deotruction of the 
army l* General or Hierophant , cauoing their < warrior** 
to crumble. However, under Nagaob 'o influence , the 
undead no longer require the conotant incantationo of 
a letter wizard to oil* tain them in the mortal world. 
A* a reoult , all ruteo pertaining to The Generato of 
Undeatb or The Hierophant ate no longer /rqui/rd. 






UNDEAD LEGIONS ARMY LIST 

An Undead Legions army can include any of the units listed below. With the exception of 
those units anti characters detailed later in this section (denoted by 'N' in brackets), you must 
use the unit profiles, points costs, equipment, options and special rules found in either 
Warba miner: Vampire Counts (denoted by ’VC") or War ha miner: Tomb Kings (denoted by "TK*). 
Together, these army list entries should be used alongside the "Choosing an Army" section of 
the Warhanuner rulebook and the information on the next page to pick a force ready for battle. 


LORDS 

• Nagash (N) 

• Alannlred von Carstein, 
Mortarch of Night (N) 

• Arkhan the Black, 

Mortarch of Sacrament (N) 

• Neferata, Mortarch of 
Blood (N) 

• Krell, Mortarch of Despair (N) 

• Vlad von Carstein, 
Mortarch of Shadow (N) 

• Vampire Lord (VC) 

• Master Necromancer (VC) 

• Strigoi Ghoul King (VC) 

• High Queen Khalida (TK) 

• Tomb King (TK) 

• Liche High Priest (TK) 

HEROES 

• Necromancer (VC) 

• Vampire (VC) 

• Wight King (VC) 

• Cairn Wraith (VC) 

• Tomb Banshee (VC) 

• Prince Apophas (TK) 

• Tomb Prince (TK) 

• Tomb Herald (TK) 

• Liche Priest (TK) 

• Necrotect (TK) 


CORE UNITS 

• Zombies (VC) 

• Skeleton Warriors (VC) 

• Crypt Ghouls (VC) 

• Dire Wolves (VC) 

• Skeleton Warriors (TK) 

• Skeleton Archers (TK) 

• Skeleton Horsemen (TK) 

• Skeleton Horse 
Archers (TK) 

• Skeleton Chariots (TK) 

SPECIAL UNITS 

• Corpse Cart (VC) 

• Grave Guard (VC) 

• Black Knights (VC) 

• Crvpt Horrors (VC) 

• Fell Bats (VC) 

• Bat Swarms (VC) 

• Spirit Host (VC) 

• Hexwraiths (VC) 

• Vargheists (VC) 

• Tomb Guard (TK) 

• Necropolis Knights (TK) 

• Tomb Scorpion (TK) 

• Ushabti (TK) 

• Tomb Swarm (TK) 

• Carrion (TK) 

• Khemrian Warsphinx (TK) 


• Sepulchral Stalkers (TK) 

• Morghast Harbingers (N) 



RARE UNITS 

• Varghulf (VC) 

• Blood Knights (VC) 

• Cairn Wraiths (VC) 

• Black Coach (VC) 

• Terrorgheist (VC) 

• Mortis Engine (VC) 

• Necrolith Colossus (TK) 

• Hierotitan (TK) 

• Necrosphinx (TK) 

• Screaming Skull Catapult 
(TK) 

• Casket of Souls (TK) 

• Morghast Archai (N) 




ARMIES OF THE END TIMES 


With Nigash restored to the world, the End 
Times have truly begun. The mightiest 
warriors of the age answer the call to battle, 
banding together to defend the world or 
drown it in blood. 

CHOOSING AN ARMY 

This section updates the rules for how to pick 
an army for games of Warhammer. Just as the 
Ivore of Undeath is available to any Wizard, all 
armies use these rules for choosing an army. 

THE GENERAL 

An army must always include at least one 
Lord or Hero to be its General. 

Every' army must have a General to lead it 
into battle. The General represents you - he 
issues the orders that lead to the moves, shots, 
spells and attacks that your troops make. 

MINIMUM THREE UNITS 

An army must always include at least three 
units in addition to any Lords and 1 leroes. 

An army just isn't an army unless it has plenty 
of warriors in its ranks. 



UNIT CATEGORIES 

Each army list divides the forces available into 
several categories. Unless specified otherwise, 
players are limited as to how many of their 
points can be spent from any particular 
category. There is also a limit on how many 
units of the same type can be chosen, as 
described on page 135 of the Warhammer 
rulebook, and summarised below. 

LORDS 

You can spend up to 50% of your points 
on Lords. 

Lords are the most powerful characters in 
your army, individuals possessed of fearsome 
martial or magical might. 

HEROES 

You can spend up to 50% ofyour points 
on Heroes. 

1 leroes are lesser characters, not as 
intrinsically deadly as Lords, but still w r orth a 
score of ordinary warriors. 

CORE UNITS 

You must spend a minimum of 25% ofyour 
points on Core units. 

Core units are the heart of your army, the 
iconic troops w ho make up the bulk of 
every w r arband and warhost. Unlike other 
types of unit, there is no maximum to the 



proportion of your points that you can 
spend on Core units. 

Some Core units do not count towards the 
minimum points you must spend on Core 
units (sometimes written as 'do not count 
towards the minimum number of Core units 
you must include' or variations thereof) or 
indeed the minimum number of units you 
must include in your army. In fact, such units 
don't count towards any category, just the 
points value of the army. 

SPECIAL UNITS 

You can spend up to 50% ofyour points on 
Special units. 


Special units are invariably elite troops, 
capable of anchoring a battleline oi lesser 
warriors, or performing great deeds in their 
own right. 

RARE UNITS 

You can spend up to 25% of your points on 
Rare units. 

Rare units are the most unusual warriors in 
your army, mighty monsters, weird war 
machines and elite soldiers of unsurpassed 
skill. Rare units are often fantastically 
powerful, but often require a canny general to 
get the most from them. 


ARMY SELECTION SUMMARY TABLE 


An army must always include at least three units in addition to any Lords and Heroes. 


POINTS LIMIT DUPLICATE CHOICES 


LORDS 
HEROES 
CORE UNITS 
SPECIAL UNITS 
RARE UNITS 


Up to 50% 
Up to 50% 
25% or more 
Up to 50% 
Up to 25% 


No limit 
No limit 
No limit 

Up to 3 (6 if a Grand Army of 3,000 points or more) 
Up to 2 (4 if a Grand Army of 3,000 points or more) 
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VAMPIRES 


Vampires are the true masters of Undeath. Despite their 
curse, Vampires retain all of their devious intelligence, and 
hence all of their ambition and desire. This makes them 
very dangerous indeed, for they can continue to grow and 
learn, spending eternity perfecting their skills and honing 
their diabolical plans and schemes. A Vampire is ultimately a 
selfish creature who retains many of the traits and drives he 
possessed when mortal. Whilst the crudest of their kind exist 
only to feed, some lust after temporal power and conquest of 
the living. The brotherhood of the Necrarchs strive to attain 
unparalleled necromantic skills, whereas Lahmians possess 
immense wealth beyond the dreams of avarice. 


Vampires share no common appearance other than being 
basically humanoid. Most can pass as human at a distance, 
and some are even more convincing mimics, hiding their evil 
nature behind a veneer of aristocratic nobility Sometimes 
they are darkly handsome or disturbingly beautiful. 

Only those who feed well and regularly can maintain the 
masquerade of the living for any length of time. Yet for 
all of their guile and glamour, a Vampire is a dead thing, 
possessed of neither heartbeat nor breath. They are rotting 
corpses kept animated by Dark Magic and immortal will. 

The strain of maintaining their appearance drains a Vampire’s 
energies and, when stressed or angered, their true face may 
be revealed. Some Vampires make no attempt to hide their 
unholy nature. These creatures revel in the entropy and decay 
that has become their existence. Their skin has sloughed off, 
their fangs are prominent and their fingernails have become 
iron-hard talons. The scent of the grave hangs heavily about 
them, mixed with the stench of rotten meat and stale blood. 


The greatest curse of Queen Neferata’s legacy is that 
Vampires cannot live on normal food and drink, but must 
imbibe fresh blood for sustenance. For the youngest 
Vampires, this unnatural thirst is very strong. At this stage, 
they are of ten rash and easily caught and killed by Witch 
Hunters and other dedicated enemies of the night. Though 
most Vampires learn how to survive on less and less fresh 
blood until they need to feed only every few years, some 
never overcome their primal hunting instincts. 

As a Vampire ages, his powers increase. He becomes 
physically stronger and faster, until he is able to tear a man 
in half and move as fast as the wind. He is able to call upon 
a host of powers, the nature of which vary from Vampire to 
Vampire. Some can call forth creatures such as wolves and 
bats to assail the armies of the living, and sometimes they 
even learn how to change into these forms. Others are able 
to mesmerise weak-willed mortals with barely a glance. If the 
Vampire has a strong affinity for magic, then his necromantic 
abilities expand both naturally and through study. Despite 
these awe-inspiring powers, however, there is a terrible price 
to pay. As the decades become centuries, many Vampires lose 
their minds, sliding inexorably into madness. 


martial pride compels them to stride directly towards the 
leaders of the enemy armies, fl anked by the most elite of 
their Undead minions. Their contempt is evident in their 
unhurried approach and the smug twist of their pale lips. 
Others, preferring not to entrust the magical augmentation 
of their Undead army to mere Necromancers, devote their 
energies to spell casting instead. Even so, a warrior foolhardy 
enough to meet a Vampire in combat will quickly realise the 
scale of his mistake as a lightning-quick strike of an ancestral 
blade pierces his heart and cold, sharp fangs pierce his throat. 

■ ~—~——f 
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Vampire Lord 6 755537510 

Vampire 6 64542647 


TROOP TYPE: Infantry (Character). 

MAGIC: Vamp ires and Vampire Lords are Wizards that 
can use the Lore of the Vampires (see page 60), the Lore of 
Death, or the Lore of Shadow. 


Ever since Nagash cursed their kind centuries ago, Vampires 
have loathed the sun, for it weakens them. Thus, when they 
march to war, the sky darkens as the Vampires summon 
great storm clouds and swarms of bats to blot out the hated 
daylight. The enemy quails at this magical darkness, wary of 
the fight to come. In battle, there are those Vampires whose 


SPECIAL RULES: Undead, Vampiric. 

The Hunger: Whenever a character with this special rule 
kills one or more enemy models in close combat, roll a D6 
at the end of the Close Combat phase. On the roll of a 6, the 
character recovers a single Wound lost earlier in the battle. 
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NECROMANCERS 


Necromancers are amongst the most cursed of all those 
who practice the magical arts, for they have exchanged their 
humanity for the ability to raise the dead and command them 
to wage war upon the living. Strange as it may seem, these 
depraved madmen have made this dread pact willingly. At the 
heart of each Necromancer’s morbid obsession is the need to 
subjugate and punish those who have persecuted him in the 
past, regardless of the cost. 

It is usually men, rather than the longer-lived races, that 
delve into the study of necromancy. Perhaps, because Elves 
have such vast lifespans, they do not feel the need to prolong 
them by unnatural means. Dwarfs have no aptitude for 
magic, let alone a desire to defile the honoured dead. Ores 
and Goblins have little concept of their own mortality and 
do not fear death in the way men do. Most Skaven are too 
caught up in their own scuttling pursuit of the way of the 
Horned Rat. Thus it is usually only men who set their feet 
on the path that will lead them either to a peculiarly horrible 
form of everlasting life, or to eternal damnation. These 
individuals are not necessarily evil to begin with. Some 
may desire knowledge for its own sake; others may seek 
immortality, or to prolong the life of a loved one. Regardless, 
something about their unnatural pursuit invariably turns 
them to a darker path. Perhaps it is the horror and revulsion 
their fellows feel for them, or perhaps the pulsing energy of 
Dark Magic, that warps their minds. Either way, when men 
take to the path of necromancy, madness is never far behind. 



Mystery shrouds the study of necromancy. To learn the dark 
art, an aspirant must find either a Necromancer or Vampire 
and become his apprentice, or acquire a forbidden book rich 
in the secrets of undeath, such as one of the fabled Nine 
Books of Nagash. It is this intrinsic mystery that drives 
Necromancers to become servants of the Vampire Counts, 
hoping to learn firsthand from the masters of undeath. 

For the majority of these would-be wizards, once they are in 
the thrall of a Vampire, they can never leave their service - 
Vampires are notoriously domineering and loath to let their 
devoted subjects depart. Even finding a Vampire willing to be 
a tutor has its obvious difficulties. Many of those who have 
sought apprenticeship with a Vampire have ended up serving 
in a more menial way; as an animated corpse, for instance, a 
light snack, or as raw ingredients for a particularly difficult 
enchantment. Given the morbid reputation and dreadful 
habits of Vampires, it is perhaps safer to confine oneself to the 
study of blasphemous tomes instead. 

Seeking out books of forbidden lore has its own perils. Many 
are copies of older texts from long-forgotten times, and there 
is no guarantee that any of the rituals found in them are 
correctly transcribed. Some simply do not work at all, and 
others may go disastrously wrong, such as when the infamous 
Jacques de Noirot accidentally animated all of the corpses 
in the cemeteries of Mousillon and then found he could not 
control them. Possessed of an insatiable desire for human 
flesh, the Zombies devoured the hapless Necromancer and 
rampaged through the city streets. After feeding on hundreds 
of peasants, merchants and men-at-arms, they were eventually 
destroyed by the King of Bretonnia’s household knights. 

As a man follows the dark path of the Necromancer, he 
becomes ever more detached from his mortal roots. Morbidly 
questing after the secrets of death, a Necromancer deeply 
steeped in the lore of the dead stands on the threshold 
between worlds, neither wholly alive, nor one of the Undead. 
His body twisted with unholy power, his mind seared by the 
horrors he has witnessed, a Necromancer often has more in 
common with his lurching, moaning minions than with the 
living he seeks to slay. 
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TROOP TYPE: Infantry (Character). 

MAGIC: Necromancers and Master Necromancers are 
Wizards who use the Lore of the Vampires (see page 60) or 
the Lore of Death. 

SPECIAL RULES: Undead. 


UPGRADES 

Master of the Dead: The Necromancer is able to use 
the Invocation of Nehek spell to increase units of Skeleton 
Warriors beyond their starting size. 
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WIGHT KINGS 


All across the Old World there can be found the tombs and 
cairns of the ancestors of men. Atop rocky hillocks, within 
forest groves and high in the mountains, those cultures 
that once lived in what is now the Empire entombed their 
greatest leaders in mighty barrows. Charms of protection 
were laid upon these tombs to ward away grave robbers 
and scavengers. Crude runes were carved into the lintels of 
the graves, and amulets and talismans were hung from the 
walls. Some of these still hang in place, a testament to the 
magic they contain, though many of them have been defaced, 
stolen or destroyed by the creeping minions that serve the 
Vampire Counts. Others are unaccountably changed by the 
dark energy that seeps through the earth, and now bear grim 
symbols and the face of death itself. 


Not all of these warded tombs lie silent. Some were built in 
areas where Dark Magic flows and gathers. In these accursed 
places, the incumbents rest uneasily, their souls flickering 
between the world of mortals and the realm of the afterlife. 
When the flow of Dark Magic grows strong enough, the 
ancient warlords rise from their crypts as Wight Kings, eyes 
glowing with unnatural life. Even for those prehistoric kings 
who lie in relatively safe tombs, there is not always the eternal 
rest for which they yearn. Determined Necromancers and 
Vampires endeavour to break open the seals of the ancient 
cairns and use their magical powers to direct baleful energies 
inside, resurrecting the dead within and enslaving the 
entombed lords to their will. 


The chieftains of the ancient tribes were buried in their full 
ceremonial panoply, with bronze breastplates protecting their 
ribs and winged helms framing their grinning skulls. The 
tribe’s shamans placed the best swords, axes and spears in the 
dead grip of the ancient kings as they were laid on their slabs. 
The interior walls of the barrows were painted with scenes of 
the leader’s life, so that should they awaken, they would be 
reminded of their greatest deeds and most heroic victories. 


TROOP TYPE: Infantry (Character). 


In the mountain range known as the Vaults, savage tribes 
of men wage war upon the monsters that haunt the peaks. 

In caverns hidden from beast and storm, they bury their 
honoured dead in the fashion of the ancients. Every year, 
the tribesmen return to pay homage to the chieftains of the 
past, and every year, there are always a few who are no longer 
in place. These waking dead walk the lands once more, the 
tattered remnants of their majesty bound to the service of the 
lords of the night. 

Wight Kings are incredibly powerful Undead, almost as hard 
to destroy as Vampires. Suffused with Dark Magic, a Wight 
King’s weapons shimmer with baleful energy. The merest 
touch of their spear tip or blade can drain the life from their 
foes, or slice through flesh and bone with an ease that is 
frightening to behold. Clad in ancient armour, their flesh all 
but withered away, there is little for an adversary to cut or 
stab. Even to stand before one of these skeletal warriors of 
antiquity takes an extreme effort of will. For these reasons, a 
Vampire will often charge a Wight King with carrying forth 
the Undead general’s personal banner. Such a duty is often 
integral to the army’s stability, and these indomitable Undead 
warriors are able to hold aloft the army standard whilst 
tirelessly striking down one foe after another. 


SPECIAL RULES: Killing Blow, Undead. 


1 T kc 'Heim of the Vraesca 


TheDraesca tribe dwells near the mines of Oakenhammer, 
in the mountains to the far south of Syloania. During each 
tribal coronation, the new High King will don the Helm of the 
Draesca; an ancient artefact that accelerates the ageing process 
of its wearer dramatically. Seven years of twilight are granted 
to the King before he finally succumbs to undeath altogether. 
During that time, his every whim is catered for - the helm grants 
him great power over the living and the dead alike. Each new 
High King is determined to carve his mark on the world before 
his tenure has passed, and so the armies of the Draescan Kings 
go forth into the world every seven-year cycle, their numbers 
bolstered not only by thousands of the living dead but by the 
dusty cadavers of every king to have ever worn the helm. 











CAIRN WRAITHS 


Cairn Wraiths are hooded, spectral creatures that dwell in the 
realms of nightmare, haunting the dreams of men. They are 
amongst the most dreaded of all Undead. Lacking physical 
forms altogether, they cannot be put down by axe, sword or 
hammer blow. Even the strongest faith cannot banish such 
creatures easily. Worse still, the icy touch of a Cairn Wraith 
drains the essence of mortal men. A Cairn Wraith is capable 
tof reaching into the body of an adversary and closing its 
freezing claws around the victim’s vital organs, sending 
painful chills right through a man’s soul. 

Before the founding of the Colleges of Magic, men knew 
little about the magical arts. For thousands of years there 
were tribal wise men, gif ted seers, healers, astrologers and 
hedge magicians who were viewed with suspicion, awe or 
fear. Through a quirk of nature or mindset, these lucky few 
were able to use the Winds of Magic with relative safety. 

For most, the only magic that could be harnessed was 
unpredictable shamanism or difficult rituals. Many did not 
realise the inherent hazards of what they were doing. Slowly, 
the sorcery corrupted them, and as they became steeped in 
Dark Magic, these sorcerers learned to extend the span of 
their lives by decades, even centuries. 

Most of these seekers of immortality managed only to 
preserve their spirits, not their bodies. Decay took their 
mortal forms, rotting it away even as they sought desperately 
to sustain it. With no corporeal form to speak of, these 



sorcerers became wandering spirits, clad only in their death 
shrouds. As their grip on the world of mortals weakened, 
these vagrant souls were drawn to places of grief, where 
they lingered, feeding on the sorrow of mourners. Not truly 
alive but unable to die, they became chilling shadows caught 
between this world and the next as miserable spirits who 
hunger for the warmth and fl esh of mortals. Bound in the 
mortal realm to tombs and barrows, swathed in robes of inky 
darkness, these spirits became Cairn Wraiths. 



So unnatural are Cairn Wraiths that their very presence 
fills the air with horror. Even the hardened soldiery of the 
Empire shiver at the mention of a Cairn Wraith sighting; 
most folks that have actually set eyes upon them become 
crazed with fear long before they are killed. Though each 
Wraith is possessed of a glimmering will, there are ancient 
rituals known to the eldest Vampires that can call forth these 
unquiet spirits and bind them into an army. Only when the 
ritual is intoned backwards, syllable by syllable, are the Cairn 
Wraiths released back to the place of their death. 

Vampire Counts purposefully bind Cairn Wraiths to their 
service, using them as shock troops against the living. 
Accompanied by units of deathless warriors, these sinister 
creatures glide across the battlefield, tattered robes rippling 
in etheric winds as arrows, bullets and bolts pass harmlessly 
through them. Unhindered by cannonball or flame, the 
Wraiths close in on their prey, seeking out and cutting down 
the enemy without so much as a whisper. 

Because they are impervious to physical weaponry, only 
the raw energies of magic or a well-placed blow from an 
enchanted weapon can slay a Cairn Wraith. The crippling 
fear that arises from having a nigh-unkillable spectre scythe 
down any too slow to escape causes even brave men to quit 
the field. Those who do resist the urge to flee find their 
return blows passing through the Wraith’s incorporeal form. 
It is well that such creatures are so rare, for these silent 
assassins are quite capable of slaughtering their way through 
an entire garrison over the course of a single moonless night. 
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TROOP TYPE: Infantry (Character). 

SPECIAL RULES: Ethereal, Terror, Undead. 

Chill Grasp: A Wraith can substitute all of its Attacks in 
close combat for a single Chill Grasp Attack. The Wraith 
makes a single Attack; if this Attack hits, then it will 
automatically wound. No armour saves are allowed against 
the Chill Grasp Attack. 











TOMB BANSHEES 


The inhuman sounds that accompany the advance of the 
Undead armies often prove a weapon in their own right. The 
low moaning of the Zombies, the chittering of swarming bats, 
the cackling laughter of Necromancers raising the battlefield 
dead to fight once more - all these unsettle and disturb the 
foe. But it is the howl of the Tomb Banshee that is the most 
dreaded weapon of all, for it spears the souls of those who 
hear it like a lance through the heart. 


Many sorceresses, enchantresses and witches have plagued 
the lands over the centuries. The most bitter, restless spirits 
of these evil-hearted women became the unquiet horrors 
men call Tomb Banshees. Known as Grave Harridans in 
the southern Empire, Wailing Hags in Bretonnia and the 
Freezing Shriek by the Dwarfs, these shades cannot pass into 
the afterlife. They fear crossing the void to face whatever 
punishment awaits them for their evil deeds, and so it is an 
easy matter for a Vampire to bind them to his service. 


Tomb Banshees constantly howl in remembrance of the 
forbidden pleasures of the life that was once theirs and in 
bitterness for the peace of the grave that they cannot attain. 
Their grief-stricken wails can be lethal to mortals and strike 
terror into the hearts of all who hear them. Those who do not 
have a will of iron can die of sheer fright upon hearing the 
mournful screams of the Tomb Banshees. Blood trickles from 
their ears and fi lls up the whites of their eyes as the mind- 
wrenching shriek takes its supernatural toll. Fully-armoured 
knights collapse lifeless from their saddles and whole ranks of 
infantry fall lifelessly as the Banshee does her evil work. 


A Tomb Banshee’s visage is sunken and skull-like, framed by 
lank hair that writhes like a nest of serpents. She is swathed in 
flimsy shrouds and grave-robes that swirl with a life of their 
own, or drift and cling to the wearer’s slender frame as if she 
was carried forwards by underwater currents. Each Tomb 
Banshee is surrounded by flickering ghost lights; all that 
remains of the men she murdered whilst alive. These glowing 
will o’ the wisps are forced by some strange alchemy of the 
soul to crackle and swirl around their tormentor, disembodied 
ghostly heads etched with a permanent expression of fear. 


A single Banshee is a terrifying prospect, and even those 
warriors skilled enough to match blades with a Vampire have 
little defence against her unnatural screams. It is not unheard 
of for one of the most powerful Undead lords to bind several 
to their service. 


At the Siege of Ironstone Fortress, the canny Vampire Lord 
Vyktros von Kreiger found that his infantry were being 
pounded to dust by artillery fire faster than he could raise 
them up. Even his elite troops could not breach the heavily 
barred stone gate at the front of the castle. Sending in the 
spirits of the three witch-women that had led him down the 
path of necromancy in the first place, von Kreiger pushed 
once more towards the gates. The stout ironstone doors of 
the fortress were proof against physical foes but they could 
not keep out the deadly shrieks of the Tomb Banshees. 


With the three Banshees howling through arrow slits and 
murder holes, the gate’s defenders turned white and died 
of shock to a man. It was a simple matter for von Kreiger to 


raise the dead guards with a necromantic spell, forcing them 
to unbar the gates to the castle - their first act in an eternity 
of servitude. Tales such as these resound throughout the 
lands of men, and it is a foolish warrior indeed who does not 
shudder at the sound of those ghostly howls in the night air. 


TROOP TYPE: Infantry (Character). 


SPECIAL RULES: Ethereal, Terror, Undead. 


Ghosdy Howl: A Ghostly Howl is a special attack that 
can be used against a single enemy unit in the Shooting 
phase, even if the Tomb Banshee has marched, charged or 
is engaged in close combat. This attack has a range of 8" 
and needs line of sight to its target. If the Tomb Banshee is 
engaged in combat, her Ghostly Howl can only target an 
enemy unit in base contact. 


To resolve a Ghostly Howl, roll 2D6 + 2. For each point by 
which the result exceeds the target unit’s Leadership, the 
target unit suffers 1 Wound with no armour saves allowed. 
Wounds from a Ghostly Howl are magical attacks and are 
distributed as if from shooting. 
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STRIGOI GHOUL KINGS 


The pallid creatures known as Ghoul Kings are in fact once- 
proud Strigoi Vampires forced into a troglodytic existence. 
Though all Strigoi descend from the same ancient lineage 
of Ushoran, they have devolved to become something far 
fouler and more hate-filled than their brethren. The Ghoul 
Kings spend their days creeping through the hidden places 
of the world, but under cover of night, they will wreak their 
vengeance at the head of a shambling army of Undead. 

Not all the Vampires of the Strigoi dynasty were destroyed 
with their founder, Ushoran, when the Ores of the Badlands 
descended upon Mourkain, capital city of Strigos. Some 
survived and fled to the human kingdoms in the north. In 
need of succour, they searched for others of their kind, and 
eventually found them in the forests of Sylvania. But the 
Vampire Counts of that land still remembered the arrogance 
of Ushoran, and turned on their would-be allies without a 
word of parley, hunting them down like animals in the woods. 

After many similar bloody betrayals, the few remaining 
Strigoi scattered across the Old World. Whenever they met 
Vampires of different castes, the Strigoi Vampires had to 
hide from the wrath of their kin. From catacomb, haunted 
wood and moss-covered ruin they would spy on the Lahmian 
and von Carstein Vampires at the balls and banquets of the 
aristocracy. The nobility and wealth of their finely-dressed 
kin reminded the Strigoi of what they had lost, and bitterness 
and envy started to gnaw at their minds. 



In their desolation, many of them lost their sanity completely 
and became solitary, pathetic parasites, wary of feeding on 
humans for fear of attracting the attention of Witch Hunters 
or, even worse, their own contemptuous kin. For this reason, 
they hid in graveyards, digging out recently buried corpses 
to drink their cold, foetid blood and hiding during the day 
in the dank crypts near their feeding grounds. Their physical 
appearance soon came to reflect their miserable condition, 
and over the centuries, the remnants of the Strigoi turned 
into hunched and grotesque monstrosities. 

Packs of flesh-eating Crypt Ghouls are attracted to these 
dismal Strigoi and often form grotesque courts around 
them. Grave robbers, and those who steal from the bodies 
of the fallen, have learned well that they must practice their 
depraved crafts in the twilight and be home before nightfall. 
Under cover of darkness, different breeds of scavengers fall 
on these places of death: swarms of Ghouls led by deadly 
hunters, the Strigoi Vampires. It is little wonder that the 
people of Sylvania refer to the Strigoi as the Ghoul Kings. 

Even if most of them have to some degree lost their minds 
during their long exile, the Ghoul Kings still possess many 
of the innate powers common to all Vampires. They can tear 
out a victim’s throat in the blink of an eye, and their authority 
over the Undead and the myriad creatures of the night is still 
strong. The Ghoul Kings have not lost the power to raise the 
dead from their slumber and bind them to their will, but they 
do so in their own instinctual way. Their magic is less subtle 
than the forms of necromancy practiced by other Vampires, 
but in the cut and thrust of combat, their savagery gives them 
a definite edge. 

At times, powerful Strigoi Ghoul Kings raise vast armies 
of the living dead around themselves and push south in 
a desperate attempt to recreate the kingdom they lost. So 
far, their advance has always been halted by warmongering 
tribes of greenskins blocking the way to the Badlands, or by 
disciplined armies of the Tomb Kings that stride out from 
the desert. Yet across the Old World, the minions of the 
Ghoul Kings have been sighted ever more frequently. Some 
say the ancient brethren of the Strigoi are uniting under one 
leader and massing great armies of degenerate beasts in their 
cavernous lairs. If this is true, no creature - living or dead - 
is truly safe from their wrath. 
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TROOP TYPE: Infantry (Character, Vampire). 

MAGIC: Strigoi Ghoul Kings are Wizards that use the 
Lore of the Vampires (see page 60). 

SPECIAL RULES: Poisoned Attacks, Regeneration 
(5+), The Hunger (see page 27), Undead, Vampiric. 

Infinite Hatred: Ghoul Kings have the Hatred special rule. 
However, they may re-roll failed rolls To Hit in every round 
of close combat, not just the first. 














CRYPT GHOULS 


Crypt Ghouls are ugly, stooping creatures with only a 
vestigial sense of reason. Their skin is sallow and filthy, their 
eyes are bestial and insane, and their snarling lips reveal 
sharp-pointed teeth in slavering mouths. Dressed only in 
the rags they pull from their victims, the Crypt Ghouls carry 
weapons they have picked up or have crudely fashioned from 
the remains of their unwholesome meals. These skulking 
fiends do not need such implements to kill, however, for 
they have long claws sufficient for their needs. These claws 
are encrusted with grave-filth and decaying meat; those that 
take even the lightest scratch from their talons can die from 
unnaturally potent infections that spread through the victim’s 
body. In addition, their constant diet of rot-fouled meat 
confers a sinewy and unwholesome resilience. 

Though not truly Undead, Crypt Ghouls unconsciously 
feel the Dark Magic that surrounds the most powerful 
Undead lords and are drawn inexorably towards it. Once 
their presence is betrayed, their newfound master quickly 
dominates their weak and willing minds. Though they will 
lope into battle at the behest of their master, Crypt Ghouls, 
and even their ghastly pack leaders, are cowardly creatures 
that will slink away from combat if their prey seems to 
be fighting back with any real determination. This innate 
cowardice can be overcome by a mental command from their 
vampiric masters, for those Ghouls who have fled can be 
coerced back to the front lines with the lure of Dark Magic. 

The fi rst Ghouls were the descendants of the insane and evil- 
hearted cannibals of the Far South - men who ate the flesh 
of their dead in gory rituals. These primitive corpse-eaters 
lived upon the shores of the Sour Sea, drawn to dwell under 
the looming, freezing shadow of Nagashizzar. The tribes 
worshipped the Great Necromancer and frequently partook 
of the Dark Feast. They would gorge themselves on the flesh 
of their own and, generation by generation, they were driven 
mad by their own loathsome practices. Now, these devolved 
humanoids roam the Desolation of Nagash, preying on 
travellers in their search for fresh meat. 

Even in the enlightened era of Emperor Karl Franz, there 
are tales of cannibalism within the borders of the Empire. 
During times of pestilence and famine, the desperate and the 
depraved take to eating human flesh to stay alive. The stories 
tell that isolated farms, and sometimes even whole villages, 
have devolved to this vile state. Some even claim the practice 
has become customary rather than necessary. 

During the Ghoul Swarms of 2512, when the crops failed for 
the third year running, the Knightly Orders of Stirland were 
employed en masse to ‘investigate’ the borders of their barren 
realm. The full-scale battle between the brightly-clad soldiery 
of the Elector Count and the ravenous, blotch-skinned 
hordes of the afflicted villagers has not been easily forgotten. 
Their fields and shabby hamlets were burned to the ground, 
but the memory of their foulness lingers on. 

Literally driven underground by their persecutors, these 
cannibals and their mutant offspring hide in catacombs 
and mausoleums. There, the Crypt Ghouls devour the 
carcasses of nobles, or take to living in the graveyards of 
the poor where they feed on peasant corpses. The Priests 


of Morr do what they can to protect their holy gardens 
against the encroachments of Crypt Ghouls, but many of 
the Old World’s graveyards and cemeteries date back a 
thousand years or more, and beneath them are labyrinths of 
subterranean chambers and tunnels. 

On occasion, the Brotherhood of Morr will employ a 
professional Witch Hunter to sweep the catacombs with 
sword and fire. As time passes, though, the Crypt Ghouls 
return to eat the dead and prey upon isolated mourners and 
priests. Other colonies of ghoulish fiends creep through the 
years undiscovered. A small army of these foul, verminous 
creatures dwells within the great burial crypts on the hills 
around Mousillon, and they sweep down into the cursed 
city every time the Chaos moon is full. Even in times of 
relative peace, the city guard are all always well-armed, and 
never enter the mausoleums and sepulchres of Mousillon’s 
cemeteries except in bands of at least a dozen men. 
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TROOP TYPE: Infantry. 

SPECIAL RULES: Poisoned Attacks, Undead. 

















ZOMBIES 


warbands to destroy individuals or even to bring down small 
groups. Unfortunately for the innocent folks sleeping fitfully 
in their fortified towns and villages, the Old World boasts 
a rich supply of corpses, and thus Zombies can be raised 
and set loose upon the living in overwhelming numbers. 

All fear the witching hour, when a tide of groaning, clawing 
Undead batters down sturdy wooden gates, or when a crowd 
of Zombies pile together in order to spill over walls and 
palisades. When the Chaos moon rises high in the sky and 
wolf-howls pierce the night air, watch-fires are stoked and 
holy amulets of Sigmar are clasped a little tighter. 

To call the way a Zombie attacks ‘fighting’, is perhaps to give 
the foul creature credit beyond its due. These sickening half- 
things have no skill to speak of, but are instead driven only 
by the insatiable urge to rend, kill and consume the living. 
Any warrior unfortunate enough to be pulled down by a 
Zombie horde will find himself torn slowly apart by a mass of 
desperate clawing fingers, his flesh gouged from his body in 
grisly, glistening chunks. The fortunate die quickly, but those 
unlucky souls who are trampled beneath the horde spend 
their death throes in miserable agony as their innards become 
a crimson feast. 

Soldiers who have met in battle with the Undead before, or 
who hear the terrifying tales whispered at campfires, know 
the best methods with which to slay the restless dead. A blow 
to the skull with a hammer or axe will slay usually a Zombie 
outright, and severing the head is an even surer method of 
destruction. But precise strikes such as these take focus and 
skill, and Zombies are seldom found in ones or twos. Instead, 
these death-walkers are raised in large numbers, gathering 
upon the battlefield in their hundreds. Against hordes such as 
these, even the strongest sword arms tire, the stoutest hearts 
can falter, and the most skilled blades can become lodged in 
putrid flesh. Even those of surpassing skill will eventually 
feel the clammy touch of dead hands upon their skin. 

Zombies are easily sustained by the powers of necromancy, 
jerking back to their feet like jangling puppets as invisible 
force swirls around them. Their numbers can seem almost 
infinite as they press relentlessly forwards, those that fall 
in battle compelled by necromantic power to stagger or 
crawl towards the foe moments after being cut down. Such 
shuffling hordes are often used by Vampires to exhaust the 
regiments of their enemies, slowly overwhelming the foe in 
a ceaseless tide of blood-slicked, maggot-ridden flesh. 
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TROOP TYPE: Infantry. 

SPECIAL RULES: Always Strikes Last, Undead. 

The Newly Dead: Zombie units can be increased beyond 
their starting size by spells and effects that add models to an 
existing unit. In addition, when Zombie units are successfully 
targeted by the Invocation of Nehek spell (see page 60), they 
regain an extra D6 Wounds. 


Zombies are shambling horrors that stagger towards 
the enemy battle line in a noisome horde. Grotesquely 
reanimated corpses, they are compelled by the Dark Magic 
of a Vampire or Necromancer, and driven by the will of their 
master to commit acts of extreme violence. 

Zombies are foul to behold. Their bodies are rotting and 
pfe torn beyond the limits of sanity. The evidence of their 

violent deaths is clear for all to see, and their unclean flesh is 
blotched with rot and riddled with vermin. A Zombie’s skin 
hangs in strips from his tattered frame, revealing withered 
muscle and bloodless veins. Broken legs propel them onward 
with lurching strides and twisted fingers clutch hungrily at 
their victims. Yet Zombies are often made from more than 
corpses, for when the Vampire Counts are on the warpath, 
their Necromancers are often forced to improvise in order 
to amass a truly unstoppable horde. Spiked and rusting 
railings from graveyard fences are substituted for missing 
limbs; broken backs are buttressed by mouldering planks 
or hammered into a semblance of solidity with rusted coffin 
nails. Fingers hacked off by wild sword thrusts are replaced 
with jagged spikes and Elven arrowheads. Any debilitating 
wound they suffer is compensated for with stomach-churning 
expediency, for all that a Zombie’s masters require of it is to 
stumble into battle. 


For all their horrific appearance, Zombies are slow and 
clumsy, making it easy for local militia and adventuring 


















SKELETON WARRIORS 


For thousands of years, armies have marched and fought 
across the Old World. There is barely a field, hill or valley 
that has not seen fierce fighting at some point in the past. 
Going as far back as the time of Sigmar and even earlier, 
these great battles have left unmarked graves beyond 
counting. Such charnel fields attract Dark Magic, and the 
souls of some warriors remain trapped in the material realm. 
Some are the spirits of men betrayed by their commanders, 
others of cowards who were cut down as they ran, or of those 
who died a violent and unexpected death. 


Beneath the mud lie the grave-stained bones of these bitter, 
ancient warriors. Long held beneath the earth, they are clad 
in their corroded armour, their lifeless hands still gripping the 
swords, axes, spears and shields they held in life. Provided 
their remains have not been blessed by the rites of Morr, 
a Necromancer or Vampire can use the coiling energies of 
Dark Magic to instil a semblance of life and a flicker of spirit 
into these dormant warriors. 


As the regiments of past massacres claw their way to the 
surface, their empty eye sockets glow with unholy power. 
Silently, they gather together in a semblance of their old 
ranks, mutely awaiting the commands of their new lord as the 
remains of their tattered banners flap in the unnatural breeze 
of their creation. Lipless horn blowers raise their instruments 
and sound a spectral, mournful dirge. 


SPECIAL RULES: Undead. 


(Jrchcmnisnackt 
and Hexenmacht 

There are two nights eoery year considered eoil abooe all 
others, when the dark spirits of the world come forth and the 
creatures of Chaos howl in the darkness. The first night is 
Hexensnacht, the Witching Night, which marks the new year. 
The better known, and more feared night, is Geheimnisnacht, 
the Night of Mysteries. These are the only two nights when 
both moons, Morrslieb and Mannslieb, are completely full. 
Where Mannslieb is bright and consistent, Morrslieb is an 
unpredictable and immense chunk ofwarpstone, a massioe 
satellite of raw magic. Wheneoer Morrslieb nears the surface 
of the world, the Winds of Magic blow fiercely and Dark 
Magic gathers in inoisible tides and pools. It is this Dark 
Magic that stirs the dead in their graces, mutates unborn 
animals and drioes lioestock to deoour each other. The 
combined forces of both moons pulling at the world at the 
same time make these nights extremely important to cultists, 
Necromancers, Vampires and other fell sorcerers, for at such 
times their powers are at their height. Sacrifices are made to 
the dark gods, and dire rituals bring forth whole armies from 
their graces. Ancient artefacts are bound into reliquaries and 
unholy weapons are forged. The people of the Old World 
bar their doors and windows, mutter prayers, stoke their 
fires high, and pray that they will surcice to see the dawn. 


TROOP TYPE: Infantry. 


Though a Skeleton no longer possesses flesh to cut, nor 
organs to pierce, a well-aimed blow can destroy it. Dark 
Magic replaces fl esh the long since devoured by the writhing 
creatures of the earth, but an arrow or sword thrust can 
disrupt the magic that binds the ancient bones of these 
soldiers together. Decapitation or severing of the spine is 
usually enough to release the Skeleton Warrior’s spirit from 
the mortal plane, and a heavy blow from a bludgeoning 
weapon such as a hammer or a club can shatter a Skeleton 
into pieces. However, even those that are felled can be raised 
up again as necromantic power knits together shattered bones 
and instils them with unholy vigour once more. 


All that these long-dead fighters can recall of mortal life are 
faint impressions from battles fought in ages past. All that 
they feel is the compulsion to fight and obey their masters. 
They have no autonomy or intelligence, though some vestige 
of their battlefield training remains ingrained in their bones. 
Driven by the undying will of a Vampire, these ragged 
warriors can still wield their swords and spears, and raise 
a shield to block an enemy attack. A mortal who dares to 
fight an army of Skeletons is confronted by rank upon rank 
of ghastly apparitions. Who could remain unafraid with the 
soldiers of antiquity lurching towards him? 
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DIRE WOLVES 



Dire Wolves are macabre parodies of the living Giant Wolves 
that roam the Badlands and the forests of the Old World. 
Their flesh hangs in tatters from cracking bones, their skulls 
and innards exposed through tears in their skin. They are 
swathed in an eerie, glimmering twilight and their eyes glow 
with unnatural energy. The stench of putrefaction hangs on 
their wet breath and their howls cause shivers of fear to freeze 
the bold. When they are slain, their bodies dissolve into a 
coiling miasma, leaving nothing behind. 

The lands of the eastern Empire are plagued by giant wolves 
that emerge in winter from lairs high in the Worlds Edge 
Mountains. Driven by a ravenous hunger, they descend to 
the foothills in large packs, attacking farms and villages and 
preying on travellers. The men of the Empire hunt these 
beasts mercilessly, but this only serves to keep their numbers 
in check, and their voracious attacks at bay, for a short time. 

In the blighted lands of Sylvania, the corpses of these wolves 
must be burnt or buried deeply, for those that are not will 
return from the dead and continue the hunt. Even when 
the correct precautions are taken, and the bodies of these 
monstrous predators are buried in deep pits, Dark Magic 
can still gather and resurrect them. Half-rotted, their fur 
matted with blood and grime, the animated carcasses claw 
and wriggle up through the earth in order to hunt again. 
Maggots writhe in open wounds and charred skin hangs 
from their bones in ragged flaps. 



Dire Wolves are the hunting hounds of the Vampires and 
their senses are as keen as they were in life. They gather in 
great packs around the castles and towers of the Undead 
lords of Sylvania, their mournful howls echoing for miles 
across the still night. When the princes of Undeath make war 
upon the living, the Dire Wolves follow, treating the Vampire 
as their pack leader. In battle, the Dire Wolves often lope 
along the flanks of the Undead army, driving away enemy 
cavalry and leaping on small, vulnerable regiments or war 
machine crews. 

Vampires sometimes keep the largest of these creatures in 
pens deep below their castles and towers, feeding them on 
local peasants until they are large and glutted, then goading 
them to new heights of viciousness. The Vampires imbue 
their creations with Dark Magic to increase vitality and 
bestow a callous cunning. These monstrous creations are 
known as Doom Wolves, and it is these larger, more ferocious 
beasts that lead the Dire Wolf packs to war. 
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TROOP TYPE: War Beasts. 

SPECIAL RULES: Undead, Vanguard. 

Slavering Charge: In a turn that they successfully charge, 

Dire and Doom Wolves add +1 to their Strength. 


Mcurkain 

In the heart of the Badlands lies a desolate and haunted ruin 
named as Morgheim - which means the Place of Death - on 
certain Imperial maps. These remains are all that's left of the 
once great city ofMourkain, which long ago thrived under the 
reign of successive rulers of the Undead, before being destroyed 
by an Ore horde and lost to the annals of history. 

Mourkain was originally founded by the shaman, Kadon, after 
the chance discovery of a corpse in the river clutching a crown 
in its dead hands: the ancient Nehekharan King Alcadizaar 
and the Crown ofNagash. Kadon buried the body, but kept 
the crown, and was afterwards compelled by the nascent spirit 
within it to build a city and establish a cult in its worship. 

The settlement grew and the cult ofNagash spread across 
the Badlands, soon attracting the exiled Ushoran. Eventually 
usurping power by killing Kadon, Ushoran became the new 
ruler ofMourkain. He expanded the borders and founded the 
kingdom of Strigos. His desire was to rebuild the lost glory 
ofLahmia, but this was not to be. The Ore tribes of the region 
united, and not even Ushoran and his Vampire court could stay 
the destruction they wrought. Morath, Ushoran s lieutenant, 
escaped with the Crown when Ushoran was slain defending the 
gates. The rest of his court fled as the city burned behind them. 















BAT SWARMS 

When the armies of the Vampires go to war, the skies above 
them are obscured by a multitude of bats. These living 
clouds blot out the light of sun and moon alike, purposefully 
swathing the battlefield in darkness the better to confound 
and demoralise the living. As battle commences, hundreds of 
these animals descend on the enemy, battering and clawing at 
eyes and hands in order to distract the foe. 

Mutated by the Dark Magic that saturates the ancient towers 
and caves where they roost, these bats can grow so large 
their wingspan can be as wide as a man’s outstretched arms. 
In dark clouds, they descend upon the enemy, chittering, 
biting and generally making concentration impossible. When 
numbered in their scores, they can tear the skin from a man 
and strip the flesh from his bones in a few heartbeats. 


rz 


M WS 

BS 

s 

T 

W I 

A 

LD 

Bat Swarm 


1 3 

0 

2 

2 

5 4 

5 

3 


TROOP TYPE: Swarm. 

SPECIAL RULES: Hover, Undead. 

Cloud of Horror: An enemy unit in base contact with one 
or more Bat Swarms has the Always Strikes Last special rule. 




FELL BATS 

With a body as long as a grown man, Fell Bats are a fearsome 
sight. They are darker than midnight and silent as death, 
even when in full flight. In fact, the only noises that a Fell Bat 
makes on the hunt are horrible gobbling slurps when it sinks 
its distended mouth into living flesh. In truth, a Fell Bat 
bears as much resemblance to an ordinary bat as a maddened 
lion does to a domestic cat. Those who have encountered 
them, and lived, tell how they hunt with unerring accuracy, 
swooping down to knock knights from their saddles or pick 
off lone warriors unawares. 

Vampires view Fell Bats much as a Bretonnian Lord might 
his prized hunting falcons. Precious sweetmeats are offered to 
Fell Bats from the ramparts of the Vampire’s fortress, but to 
harness an entire flock, a grander sacrifice must be made. A 
fresh victim, belly-slit and screaming, or a terrified messenger 
sent to run into the night with his eyes put out is more to 
their taste. Once they have the scent of gore, they will fall 
upon the enemy battle line with bloodthirsty intent. 
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TROOP TYPE: War Beasts. 

SPECIAL RULES: Fly, Undead. 


























GRAVE 


Upon the walls of Drakenhof Castle, and the other Vampire- 
haunted keeps of Sylvania, patrol tireless warriors clad in 
rust-gnawed armour. These dread sentries are the Grave 
Guard - Wights drawn from their ancient tombs to act 
as guardians for the Vampire rulers of Sylvania. Although 
their bodies have decayed, leaving only bones and tattered 
flesh, Grave Guard are held together by evil magic so strong 
that it has endured for centuries. They wear ancient battle 
gear of primitive alloy, corroded by time and dusty with the 
years. These eerie, silent sentinels stand constant vigil on the 
crumbling battlements and at the iron-bound gates, never 
resting, eternally ready to defend their Vampire masters. 
When a Vampire marches forth, his Grave Guard advance at 
the head of the Undead host. They form a formidable corps 
of warriors, their enchanted blades cutting down the toughest 
of enemies with strike af ter pitiless strike. 


GUARD 



eye sockets and jutting from their empty rib cages. They 
were only defeated when the ancient tree-spirits of that realm 
arose and crushed the Grave Guard one by one under giant 
root-encrusted feet. Unfortunately for the defenders of Athel 
Loren, the Grave Guard attack was merely a diversion. 
Kemmler had escaped with the magical artefacts he had come 
for hours before his plan was uncovered. Worse still, that 
same night, he raised up every last one of the Grave Guard to 
fight once more, and the forest was stained with Elven blood. 
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TROOP TYPE: Infantry. 
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Ahead, the Ores were rallying after the rout, and were gathering 
inside the log walls of their primitive compound. 


Attend me,’Pieter snarled, gesturing to an imposing figure 
that stood nearby, clad in tarnished gold and bronze armour, a 
glowing sword in its skeletal grip. Asteron, long-dead monarch 
of the Dolgars, approached Pieter, eyes blazing. 


What is your will, master? 


The Wight’s thoughts entered Pieter’s head without sound, 
resonating like the echoes of a crypt. 


Assemble your warriors, prepare for the final attack ’ 
Pieter commanded. 


The sheer resilience of the Grave Guard has become well 
known across the nations of Human, Elf and Dwarf. Their 
combination of stout shields, thick armour plates, and the 
natural resilience of the Undead means that a simple sword 
blow has little chance of stopping them. When Lichemaster 
Kemmler broke the wards of Athel Loren and raised a legion 
of Grave Guard from the barrows hidden in its outskirts, 
the Wood Elves of that verdant realm found their usual 
tactic of pin-cushioning the intruders with arrows to be 
ineffective. The Undead warriors trudged on tirelessly into 
the forest, many with slender shafts sticking out from their 


SPECIAL RULES: Killing Blow, Undead. 


A surge of excitement invigorated Pieter von Carstein as he 
snapped the neck of another Ore. The sluggish, bitter blood that 
spilled from the creature’s mouth did not interest Pieter in the 
slightest. The moment of death was far more intoxicating. Pieter 
felt the strength in his dead muscles swelling. 


A crude, cleaver-like blade thudded into Pieter’s arm, clanging 
off his lacquered armour. Contemptuously, Pieter lashed out 
with his claws, tearing off the Ore’s face in one swipe. As 
another blow skidded ineffectually from Pieter’s helm, the 
Vampire looked at the tattered web of skin that drooped from 
his fingers, and casually flicked it away. A spear tip plunged 
into Pieter’s cheek, and he broke from his bloodthirsty reverie 
to focus on the greenskins swarming around him. With a snarl, 
the Vampire slashed his sword across the chest of an Ore, 
knocking it backwards into its bellowing fellows. A reverse 
sweep decapitated another greenskin, and Pieter’s armour was 
drenched in an arterialfount ain.D riven on by the love of death, 
Pieter hacked and chopped, his Grave Guard unceremoniously 
beheading any Ores that escaped his wrath. Suddenly, Pieter 
realised that his foes had scattered and fled. 


As you will it, master, so shall it be. 




















Mousitlon, 

City of the Damned 

The Bretonnian city ofMousillon has an evil reputation. 
Commonly known as the City of the Damned, it is built on 
the banks of the corpse-choked River Grismerie.Mousillon 
is flooded every spring, sweeping away the hovels of the 
poor and leaving the streets under a foot of murky, stinking 
water. Outbreaks of disease are common. Those few who 
roam the quagmire streets move like zombies, soulless and 
unseeing, and embittered noblemen on horseback beat or 
maim those who are not fast enough to get out of their 
way. In the markets the peasants haggle for rotten fruit 
and mildewed meat, some of which may well come from the 
corpses lined side by side in the city streets. 

And yetMousillon is a city of proud Bretonnia. It has 
its own heraldry, court and bloodlines of high birth, and 
its knightly defenders bear the black fleur-de-lys of Duke 
Maldred upon their shields. Though these chevaliers are 
few in number, when war comes to the City of the Damned, 
the city seethes with warriors both living and dead. Hidden 
beneath Mousillon are subterranean halls lined with Black 
Knights arrayed in tarnished battle armour, waiting in ever- 
patient ranks for the summons of their fell Duke. 


BLACK KNIGHTS 


In the times before the Empire, there were few domesticated 
horses, and horsemen were exceedingly rare. In most tribes, 
a steed was a symbol of wealth and status. So it was often that 
only a chieftain and his closest warriors would ride mounted 
into battle, the wealthiest of their number clad in crude iron 
plate and carrying stout shields. When these early knights 
died, their horses were ritually killed and buried in the 
barrows alongside their masters, to carry them in the afterlife. 


Many centuries later, the Vampire Counts are known to 
summon forth the gruesome remains of those ancient knights 
in order to bolster the masses of lesser Undead minions 
under their control. As a Vampire stalks through barrows and 
mausoleums, Dark Magic swirls invisibly around him like a 
cloak, probing and penetrating the cracked and overgrown 
porticos of each resting place and saturating the bones of the 
armoured corpses within. A thousand years of dust shifts 
and dissipates as the parchment-dry cadavers twitch and sit 
upright. In a morbid mockery of their old lives, these Black 
Knights stir into motion, tearing themselves free of thorny 
creepers and thick cobwebs, cold fingers clamping around the 
hilts of age-blackened blades. Alongside them, the skeletal 
remains of their steeds jerk to unlife, twisted by magic into 
hellish mockeries of the noble beasts they once were. 


During their mortal lives, these unearthly knights used 
weapons bearing enchantments of destruction. Though 
corrupted by the patina of the ages, these tools of slaughter 
are no less potent than when the wielder was a man of flesh 
and blood. It is said that one pierced by a Black Knight’s 
lance or sword never recovers. 


TROOP TYPE: Cavalry. 

SPECIAL RULES: Killing Blow (Riders only). 
Spectral Steeds (see page 51), Undead. 


Outside the barrow, the Vampire splits open the resting place 
of his new servants with a deafening crack. At his word, fully 
formed Black Knights ride pell-mell from the tumbledown 
ruins of their tombs, whole units of warrior horsemen arrayed 
in the corroded armour of a bygone age. Their steeds are 
trapped in a strange half-life by rituals that have bound them 
to their riders. There have been reports of Black Knights 
galloping straight through the rubble of ruined cities, or even 
charging across the surf ace of a lake without leaving so much 
as a ripple. These unliving cavaliers crash into the ranks of 
their living enemies, spitting their foes on lances wreathed in 
cold flame, and lashing out with heavy swords older than the 
Empire itself. 
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CORPSE CARTS 


When Vlad von Carstein unleashed the armies of Sylvania 
upon the Empire, between the trudging crowds of Zombies 
and the endless ranks of Skeletons could be seen the 
constructs known as Corpse Carts. Driven by macabre, 
shrouded figures, these unnatural wagons are made of rotted 
wood, rusted metal and diseased flesh, and each is heaped 
with writhing body parts. Clawed limbs reach out from the 
cart’s interior to grab at those close enough to touch. 

Corpse Carts act like magnets to Dark Magic, drawing their 
power from the land itself and animating the dead around 
them. Sometimes a Corpse Cart is hung with a great bell, the 
clapper of which is a fell lodestone of eldritch provenance. 
When necromantic magic is thick in the air, the bell tolls 
and ripples of Dark Magic emanate from the Corpse Cart. 
Under the influence of this ominous knell, the dead are 
drawn back together and cadavers stagger to their feet. 

Other Corpse Carts are lit by braziers that burn with infernal 
flames. The smoke from these balefires contains particles of 
warpstone that can drive enemy wizards temporarily insane. 

Though Vlad used the power of the Corpse Carts in his 
war upon the Empire, he was not the first to employ them. 
On Geheimnisnacht of the year 1111, Morrslieb showered 
down great meteors upon the lands of Sylvania and legions 
of black-blotched plague victims rose from mass graves. 

The warpstone meteors also affected the plague wagons that 
carried the thousands of dead plague victims to the charnel 



pits. Bodies fused together into writhing Undead masses, 
and the drivers of the carts changed into strange, withered 
creatures. The infamous Necromancer, Frederick Vanhal, 
formed an army of the Undead from the newly risen, using 
his Dark Magic to bind the Corpse Carts to his will. Infused 
with warpstone and driven forth by Vanhal’s evil, the Corpse 
Carts acted as loci for the Necromancer’s magic. When 
Vanhal’s apprentice turned on his master and killed him, the 
Corpse Carts were no longer controlled. Without Vanhal’s 
guiding influence, the devilish chariots dispersed. 

Though most were hunted down and put to the torch, for 
over a thousand years, the remaining Corpse Carts have 
wandered along the back roads and dirt tracks of Sylvania, 
carrying death and misery with them like a shroud. On dark 
nights, they enter ramshackle villages, stirring the dead in 
their graves and filling the dreams of slumbering peasants 
with visions of rot and death. These strange constructs are 
valued highly by Vampires, for Undead creatures near a 
Corpse Cart will fight with a frenetic vigour, bolstering the 
battle line of a Vampire’s army. 

Similar constructs are found near the damned city of 
Mousillon, but whether they are true Corpse Carts is 
unsure. Folklore tells of macabre wagons hung with scraps 
of brightly-coloured skin, known as Charnevals. The morbid 
chansons of Bretonnia tell of entranced mortals drained 
of life by a Charneval, their husk-like bodies climbing on 
board to join its eternal procession through the night as the 
Corpsemaster seeks final death in the fires of battle. 
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TROOP TYPE: Chariot (Armour Save 5 + ). 

SPECIAL RULES: ^Random Attacks (2D6) (Restless 
Dead only). Regeneration, Undead. 

Vigour Mortis: If an augment spell from the Lore of the 
Vampires targets a Corpse Cart, and is successfully cast, 
then all friendly Undead units within 6" of the Corpse Cart 
(including the Corpse Cart itself) have the Always Strikes 
First special rule until the start of your next Magic phase. 
Zombies affected by Vigour Mortis lose their Always Strikes 
Last special rule, and gain Always Strikes First instead. 


UPGRADES 

Balefire: Enemy Wizards suffer a -1 modifier to their 
casting rolls if there is one or more units with the 
Balefire upgrade within 24". 

Unholy Lodestone: When a friendly Wizard within 6" of 
an Unholy Lodestone successfully casts Invocation of Nehek 
(see page 60), he may re-roll a single D6 to determine how 
many Wounds are restored for each eligible infantry unit. 















SPIRIT HOSTS 


Across Sylvania, poltergeists and ghosts haunt peasants with 
dreadful groans and freezing touches, sometimes driving 
whole villages to be abandoned as a result. When the 
Vampire Counts go to war, these restless spirits are pulled 
along by the Dark Magic of the Undead army. Insubstantial 
and impervious to mortal weapons, these angry ghosts swarm 
over the enemy, leeching energy from the living and leaving 
stark horror in their wake. 


Sylvania is rich in the spirits of the dead, for it has a long 
history of misery and suffering, and is rife with polluting 
warpstone. As well as animating the physical remains of the 
dead, this sorcerous energy also has an effect on the souls of 
the departed. When Vlad von Carstein cast out the priests 
of Morr, wardens of the dead, he ensured that the spirits of 
those who had died could not pass into the afterlife. Since 
then, the unquiet spirits can often be seen as mournful, 
swirling mists, through which protrude mournful, wailing 
faces and grasping hands. Their touch draws some of a 
victim’s soul into the underworld, dragging them into a 
waking nightmare or stealing their knowledge of who they 
are. Only a priest of Morr can restore the mind of one who 
has had his spirit drained by a ghost, and survivors of the 
process are rare. 


All the peoples of the Empire share a common view of 
what happens to the souls of the dead - they pass into the 
underworld, the land of Morr, god of Death. Priests of 
Morr and wizards of the Amethyst College have been known 
to contact a soul in the underworld and remind it of its 
former life, strengthening the soul’s grip on its memories. 

The mortal can then commune with that spirit, and learn 
of things that have passed and things that are yet to pass. 

The Empire’s citizens also believe that sometimes Morr will 
close the gates of the underworld, and forbid a spirit from 
entering. He may do this if it is not that individual’s time to 
pass beyond the veil, for instance, or the person has sworn an 
oath that they have not yet fulfilled. These souls burn brightly 
in the underworld and disturb the other spirits, and so Morr 
banishes them back to the realm of the living, condemning 
them to a shade-like existence until their duty is done. 
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Spirit Host 


TROOP TYPE: Swarm. 

SPECIAL RULES: Ethereal, Undead. 


It is these tortured spirits that can be called forth by the 
necromantic power of a Vampire, channelling Dark Magic 
so that the roaming ghosts can manifest themselves. 
Necromancers must undergo a stranger process still to bind 
the souls of men, sending their own spirits to the underworld 
of Morr. Once there, they can steal a few souls, snatching 
them from under the gaze of the god of the dead. However, 
sometimes Morr catches these interlopers, imprisoning them 
for eternity. Their body falls into a catatonic state and then 
slowly rots away, while their soul suffers anguish without end. 

On the field of battle, these vengeful apparitions cluster 
together into hosts that drift slowly towards their warm¬ 
blooded victims with terrible inevitability. Even a cannonball 
strike will not damage a Spirit Host, for they exist only 
partially in this world. However, their twilight state does 
anything but render these spirits harmless. The ghost of a 
cursed man can claw at a mortal’s flesh with long, taloned 
hands, stilling the victim’s beating heart with a touch and 
killing him outright even as his eyes widen in shock. 


Vankdl’s Legacy 

Ini 111,the dead first walked in the Empire, Corpses 
marked with the black blotches of plague shambled about 
the land, needing only a will to guide them. They found it in 
the form of Baron Frederick van Hal (later known as Vanhal 
or Vanhel), After conquering the land that eventually 
became Sylvania, he built his keep at Vanhaldenschlosse. 
During the time of the Black Death, the Empire suffered at 
the hands of the Skaven, and only the expansion ofVanhaVs 
necromantic domain halted the ratmens advance. The 
Skaven and the Undead fought a long and futile war that 
only ended when Vanhal was assassinated by his apprentice, 
Lothar von Diehl. The Skaven, however, were left in a 
weakened state, allowing the future emperor, Mandred 
Skavenslayer, to drive them from the land. Later generations 
of the Vanhal line took up the oath of the Witch Hunter in 
an attempt to atone for the sins of their heretical ancestor. 
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CRYPT HORRORS 
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The malformed monstrosities known as Crypt Horrors are, 
thankfully, a rare sight. Spoken of in hushed whispers by 
night watchmen, old priests of Morr, grave-keepers and 
other nocturnal citizens of the Empire, the few persistent 
reports of these looming and moon-mad fiends are dismissed 
as the ravings of superstitious fools. At best, they are thought 
to be exaggerated sightings of Crypt Ghouls. Unfortunately 
for the lands of the Old World, however, the stories are often 
accurate, for Crypt Horrors are very real. 


killing frenzy. It pulls down weaker members of its own pack, 
dragging its screeching prey into an open grave or a shattered 
tomb in order to consume its gruesome feast undisturbed. 
Finishing its cannibalistic orgy with a smacking of lips, the 
swollen Ghoul will crawl back to its waiting master, hoping 
for another draught of vampiric blood. By the coming of the 
next full moon, the new Crypt Horror will have grown to 
several times its original size and ferocity. 



Crypt Horrors are only seen openly in times of war, where 
they are primarily used as the shock troops of ambitious 
Strigoi Ghoul Kings. Crypt Ghouls are counted amongst 
the lowliest of all Vampiric servants; after all, they lack even 
the common decency to be properly dead. So the sight of a 
pack of Crypt Horrors accompanying a Vampire to battle is 
evidence of the terrible depths that their master has sunk to 
in his quest for survival. In order to create a Crypt Horror, a 
Vampire must open his veins to a Ghoul and allow it to gulp 
down his precious blood - essentially a pale bastardisation 
of the Dark Kiss - an act that is reviled by those who count 
themselves amongst the elite of Sylvanian society. 

For a Strigoi to allow a Crypt Ghoul’s foetid mouth to sink 
into its flesh is a sign that the Vampire is truly desperate. 
Nonetheless, some Ghoul Kings encourage this strange 
and abhorrent practice. Once a Crypt Ghoul has drunk 
the blood of a Vampire, its eyes turn red and it goes into a 


Crypt Horrors provide a tangible benefit to their Strigoi 
masters. True Undead can be warded away from grave- 
haunts by sacred sigils and priests of Morr, and Crypt 
Ghouls are too cowardly to mount a full-scale assault 
on such a place. Hence, Strigoi Ghoul Kings will create 
Crypt Horrors whenever they need to smash through such 
defences. Crypt Horrors are neither living nor truly dead, 
and as the call of Morr’s realm pulls at what remains of 
their souls, they vent their rage upon the crypt-gardens of 
the god of death. Because of this, the keepers of sepulchres 
and mausoleums fear Crypt Horrors above all other minions 
of the Ghoul Kings. Once the magical wards guarding the 
cemeteries are destroyed by the rampage of these foul beasts, 
their vampiric master is free to raid the corpse-fields beyond. 
Though the lineage of Strigos has broken every taboo by 
creating them, they are able to gain power in this way. 

A Crypt Horror towers over its Ghoul brethren, and though 
it retains the characteristic stoop and loping gait of its former 
life, its sinews become hard as iron. Bony growths and 
protrusions push out from the creature’s spine, and talons 
lengthen from splayed, dextrous hands. The potent diet of 
tough Ghoul flesh washed down with vampiric blood wreaks 
changes inside as well as out. Though the Crypt Horror’s 
freakish metabolism will soon drive the creature’s body to 
consume itself, in the meantime, the fiend’s constitution is 
such that it can reknit even the most horrific wound with an 
effort of will. This is the main reason why the more elitist 
Vampire cliques tolerate these foul monsters - Dark Magic, 
the sustaining power of necromancy, literally runs in a Crypt 
Ghoul’s veins, and therefore the sheer violence it can unleash 
is not to be underestimated. 

In battle, packs of Crypt Horrors muscle their way towards 
the front lines, eyes glowing with dire light. They use 
shattered gravestones, tomb statuary and cemetery railings 
to smash aside those brave enough to stand before them, 
but it is their meat-encrusted fangs and talons that are to 
be avoided at all costs. Even a shallow wound from a Crypt 
Horror bears enough poisonous rot to kill a horse. Despised 
by the living and the dead alike, Crypt Horrors are creatures 
to be truly feared. 


JM WS BS S T W I A Ld 

Crypt Horror 63045 3 235 

Crypt Haunter 6 30453245 


42 


TROOP TYPE: Monstrous Infantry. 

SPECIAL RULES: Poisoned Attacks, 
Regeneration (5+), Undead. 










Not all of these coffins are empty, for this hidden realm 
is where the von Carsteins lock away those of their family 
who have fallen out of favour. Those who come off worse 
in the endless power struggles of the Vampires often find 
themselves prematurely buried and left at the mercy of their 
own relentless thirsts. Slowly, over the course of decades, the 
constantly dripping water - magically tainted by warpstone 
in the stalactites overhead - finds its way into the prisons 
of these unfortunates. Torpid for want of fresh blood, the 
slumbering Vampires begin to devolve and change shape, 
growing larger and more bestial as the diluted Dark Magic 
swilling around them lends them a terrible strength. 


letting loose a terrible scream of rage and betrayal that sends 
great swarms of bats whirling throughout the cavernous 
chambers. The shattered remnants of its sarcophagus fall 
away, and the name and personality of its former incumbent 
is left behind in the mire. The newborn Vargheist begins to 
hunt, desperate to sink its teeth into mortal veins. At the first 
taste of blood, the transformation is made permanent - what 
was once a proud lord of the dead is forever cursed to an 
existence as a ravening beast. 


Though each Vargheist emerges from its prison far stronger 
in body, it is invariably weaker in mind. After centuries of 
thirsty confinement, all they really want to do is feed. These 
creatures are easily bound to their jailor’s will as a result, and 
are sent into battle in packs in order to feast on those enemies 
foolish enough to stray too far from the sanctuary of the main 
battle line. Vargheists make formidable fighters, for their 
raw fury and terrible hunger is undiminished by the control 
exerted by their cruel, vampiric masters. 


Vargheists are the darkness in a Vampire’s soul made 
manifest. They are towering winged humanoids, each several 
times the size of a man. Though the Vargheists once walked 
and talked as lords amongst the chattel, these curse-born 
Vampires have devolved into ravening predators desperate for 
the taste of blood. They prowl the battlefield in packs, ready 
to pounce upon the least sign of weakness and tear a hole in 
the enemy ranks with crimson claw and bloody fang. 


The creation of a Vargheist is a strange metamorphosis that 
takes place far from the eyes of mortals. Under the extensive 
castles of the von Carsteins are vast subterranean networks 
of basements, galleries and dining halls with vaulted ceilings 
that stretch into the pitch darkness above. This realm of 
former glories is where the Vargheist’s dark birth takes place. 


Once, these haunted halls were places of grandeur and 
largesse, the sites of sinister speeches, flesh banquets and epic 
displays of privilege. Now, they are little more than antique 
graveyards filled with the detritus of an ancient aristocracy. 
Moth-eaten drapes and tapestries hang like curtains of 
moss from the damp-raddled walls. Embroidered rugs and 
mosaics of bone are hidden by inches of tainted and brackish 
water that seeps through from the cursed lands above. 

Broken harpsichords lean drunkenly against the cloth-bound 
statuary of ancient gods; shattered coaches and rot-gnawed 
sedan chairs are heaped amongst haunted portraits and 
magical relics stolen from conquered civilisations. Within 
the mounds of priceless bric-a-brac, chain-bound coffins 
and sculpted sarcophagi nestle like chrysalises in a rotting 
woodpile. If a chance visitor were to approach these coffins 
and blow away the carpet of dust upon them, the name 
‘VON CARSTEIN’ could just about be made out, chiselled 
in baroque letters upon elaborate stone scrollwork. 


VARGHEISTS 
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Whilst the transformation from humanoid into monster takes 

hold, the muscular Vargheist will crack open its stone prison TROOP TYPE: Monstrous Infantry, 

with a great effort. Casting aside its chains, the creature 

unfolds its leathery wings and rears up into the darkness, SPECIAL RULES: Fly, Frenzy, Undead, Vampiric. 















VARCHULFS 


Within every Vampire’s soul lurks a slavering monster, 
driven to feed on the blood of the living time and again. 

Most Vampires seek control over this side of their existence, 
clinging to the trappings of aristocracy, privilege, or - in 
some extreme cases - a debased form of martial honour. 

Yet not all Vampires care for the trappings of mortal life or 
seek to control their inner urges. There are a few Vampires 
who allow the animalistic hunter within them to consume 
their personality completely. These feral predators abandon 
their citadels in order to run unfettered through the forest, 
hunting at the head of packs of Dire Wolves or even stranger 
beasts. Those who revel in such behaviour become physically 
changed beyond recognition by the Vampiric curse. Hence 
are born the creatures known to the peasant folk as Varghulfs. 

Over the centuries, these most devolved of Vampires become 
blood-mad killers that exist only to feed. Like enraged, 
starved beasts, they run rampant, devouring whole villages 
and yet never sating their thirst. They slaughter without 
mercy, luxuriating in bloody carnage. As well as devouring 
the living, a Varghulf will ransack graves and feast upon the 
bodies of the dead. Other Vampires consider them no better 
than Ghoulkin, though the terrible changes wrought by their 
surrender to the rage within make them deadly in battle. 

A Varghulf has a monstrous body, swollen by a constant 
diet of red meat. Unbound by human form, a Varghulf is 



a contorted mass of packed muscle, giving it the strength 
to crush a chariot or bowl over entire ranks of those stupid 
enough to try and pen it in. Powerful legs and broad wing- 
flaps allow Varghulfs to chase down their kills in swift, 
gliding leaps, and they can lash out at enemies around them 
with shocking speed. They use their immense claws to strip 
flesh from bone, the better to suck at the juicy marrow of 
their prey. A Varghulf’s main weapon, however, is a wide 
mouth filled with dagger-like fangs capable of puncturing 
armour and crushing skulls. 

In battle, the Varghulf becomes a whirlwind of rage. Though 
voracious and unpredictable killers, Varghulfs are far from 
mindless. They do not possess the aptitude or inclination 
for sorcery of their Vampiric cousins, but their presence still 
acts as a conduit for Dark Magic, and they are able to reknit 
themselves with the raw stuff of necromancy should they 
suffer injury. 

Pack animals will instinctively follow Varghulfs, recognising 
the apex predator in their midst. Crypt Ghouls in particular 
are drawn to Varghulfs, recognising something of their 
own unwholesome nature in the massive beasts. Hence, 
the caverns of the Strigoi Ghoul Kings often play host to 
a Varghulf or two. On occasion, a Varghulf will become a 
leader of its own pack of Crypt Ghouls, sharing its lair with a 
loathsome court of flesh-eaters. From a secret cave or decrepit 
mausoleum, the Varghulf leads its gruesome attendants in 
midnight hunts that always end in the slaughter of the living. 
For their part, the Crypt Ghouls gain a powerful protector, 
something the cowardly creatures value highly. Though the 
hidden armies of Ghoulkin that lurk in the catacombs of the 
world prefer to skulk and hide than to wage open war, when 
they boil out of the darkness, a Varghulf’s presence can be 
the difference between victory and defeat. 
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TROOP TYPE: Monster. 

SPECIAL RULES: Hatred, Regeneration, Terror, 
Undead, Vampiric. 

Bestial Fury: For the purposes of calculating combat result 
bonuses, a Varghulf counts as having no flanks or rear. 



‘By all means, try and stop ’em. I won’t stand in your way. 
Beat them back, chop them down, hold the line, carry 
the day. Cover yourself in glory, or in guts, it makes no 
difference to me. Or to the dead, for that matter. You’re 
just postponing the inevitable, lad. Mark my words, 
they 11 get us all in the end.’ 


-fehiclc Jtuyreckt, 
veteran oftne Vampire Wan 
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BLOOD KNIGHTS 


Blood Knights are the most fearsome cavalry in all of the 
Old World. Their training and discipline in life is enhanced 
by the unnatural speed and strength of the vampiric curse. 
Blood Knights are nigh indestructible, riding with fangs 
bared through storms of arrow and shot. Such is their honour 
that they will refuse no martial challenge, and will fight at the 
forefront of an Undead army without question. It is said that 
even the fabled Grail Knights of Bretonnia cannot match the 
Blood Knights lance for lance upon the field. 

Centuries ago, the people of the Empire would have named 
the knights of the Order of the Blood Dragon amongst 
the noblest of warriors defending their lands. Their great 
fortress, Blood Keep, guarded the passes to Bretonnia and 
was famed for the strength of its walls and the valour of its 
defenders. As the Tome of Lamentations records, one night, 
a man of great stature and noble bearing appeared before 
the gates and demanded entrance. He named himself as 
Walach of the Harkon family, and when the knights opened 
the gates to him, they unwittingly sealed their doom. Walach 
challenged the knights to combat. He slew them with ease, 
for he was a Vampire who had learned his war craft from 
the great Abhorash. Though no knight could hope to defeat 
the Undead monster, Walach spared those who fought 
bravely and with honour. To these knights, he passed on his 
vampirism; the others he slew without pause and fed on their 
life force. Blood Keep became a Vampire lair, from which the 
deadly knights preyed upon those they once protected. Many 
decades later, the Witch Hunter Gunther van Hal discovered 
the truth and attacked Blood Keep with an army sent from 
Wissenland and Reikland, supported by no less than four 
Knightly Orders. The siege lasted for three years, and the 
bloodshed was like nothing the men of the Empire had seen. 
Van Hal and his soldiers destroyed many Vampires when 
they finally stormed the castle, and they hunted the survivors 
through the wilds for years to come. Afterwards, Blood Keep 
fell into ruin and its evil masters passed into myth. Though 
Blood Keep was brought low, many Blood Dragons escaped, 
scattering across the Empire, Bretonnia, Tilea and further 
afield. Fearsomely accomplished with lance and sword, these 
warriors became fearsome raiders, either mercenaries led by 
dark Kastellans or solitary duellists. 
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TROOP TYPE: Cavalry. 

SPECIAL RULES: Frenzy, Undead, Vampiric. 


Over time, the Blood Knights have become a macabre parody 
of the virtuous templars that Walach turned. Though they 
retain the Dragon as their symbol, with blazons and crests 
in their likeness, their armour is encrusted with images of 
death and slaughter. Their blades are fell weapons inscribed 
with dark runes, chased with precious metals and fashioned 
in the likenesses of evil beasts. The knights do not ride flesh- 
and-blood horses, but charge across the field of battle upon 
evil Nightmares that are clad in thick barding painted with 
disturbing icons of necromantic power. 

In the present day, centuries after the demise of their order, 
there are whispers that Blood Keep is once again inhabited. 
Gossipmongers claim that immortal knights once more feast 
on human blood in the ancient halls, and skeletal sentries 
patrol the ramparts. Some even say that Walach himself has 
returned with his closest disciples, and that he is gathering 
his forces to wage war upon the lands of those who attempted 
to destroy him. 


Martial Honour: Unless a combat includes a friendly 
character with an equal or higher Leadership, a Kastellan 
must always issue and accept challenges. If the unit has no 
Kastellan, then a Blood Knight may be nominated to answer 
a challenge, just like a unit champion (though as he is not 
actually a character, he may not issue challenges). 


UPGRADES 

The Flag of Blood Keep: This ancient flag is emblazoned 
with a dragon device , the symbol of Blood Keep for many 
years. The Blood Knights that bear this fell banner are the 
disciples of Walach himself They hold the same disdain for 
ranged weapons now as they did in mortal life; a disgust 
exemplified by the enchantments woven into the banner. 

A unit of Blood Knights with the Flag of Blood Keep 
upgrade gains a 4 + ward save against ranged attacks. 
















BLACK COACHES 


In ramshackle and garlic-hung taverns, grim tales are told 
of the Black Coaches that haunt the mountain passes. These 
morbid carriages are omens of disaster and death. They are 
horrific, unholy things, neither wholly real nor immaterial. A 
Black Coach is a herald of famine, war and murder, the sight 
of which can drive a sane man to suicide and cause families 
to fall upon themselves. Many an Imperial road warden or 
Bretonnian Knight has attempted to halt one of these ghastly 
apparitions and died for his trouble. 

Legend has it that the driver of a Black Coach is a Wraith of 
some kind, and that grisly Nightmares pull it to war. On the 
battlefield, a Black Coach grows ever more powerful, feeding 
on magics wielded by mortal and immortal sorcerers alike. 
Driven on by the undying will of the Vampire couched within 
it, the Black Coach crushes or scythes down the ranks of the 
enemy without slowing. 

When a Vampire is ‘slain’, its body may crumble to dust, 
immolate, or otherwise disintegrate. For the most powerful 
Vampires, this does not necessarily signal their demise, for 
their wicked spirits can live on even in these frugal remains. 
If a Vampire’s followers can gather his physical remnants and 
place them within his coffin, the unholy remains will be safe. 
This gives the Vampire’s necromantic servants the time they 
need to perform certain rituals, enchanting a carriage to bear 
the remains of their lord while his mortal form slowly feeds 
upon the energies of death. 



By creating a Black Coach, the Vampire’s retainers can 
transport their master’s rejuvenating form to places of 
slaughter. This allows the Vampire to revivify himself, drinking 
in the coalescing energies that swirl around the crucible of 
war. Each Black Coach is a magnet for such baleful forces; 
as it drives onward, it soaks in the energies of the battlefield, 
shimmering with sorcerous power until it is all but unstoppable. 
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TROOP TYPE: Chariot (Armour Save 3 + ) 

SPECIAL RULES: Chill Grasp (Cairn Wraith only, see 
page 30), Terror, Undead, Vampiric, Ward Save (4+). 


Evocation of Death: At the beginning of the owning 
player’s Magic phase, the Black Coach feeds on magical 
energy. Immediately after the total number of power dice for 
that phase has been determined, roll all the power dice in the 
pool. If any of these dice roll a 6, a portion of the power it 
represents is siphoned into the Black Coach. Power dice that 
are ‘siphoned’ by the Black Coach in this fashion can be used 
in the Magic phase as normal, though keep a note of how 
many are siphoned in this way. If you have more than one 
Black Coach in your army, randomly determine which Black 
Coach gains each siphoned dice. Each dice increases that 
Black Coach’s abilities for the rest of the game, as detailed on 
the chart below. All of the increases listed are cumulative. 


r 

Effect 

i 

The Black Coach manifests gleaming scythes. 

The Black Coach adds + 1 to the number of 

Impact Hits it inflicts when it charges. 

2 

o 

u 
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The Cairn Wraith and the steeds pulling the Black 

Coach are filled with unholy vigour. 

The Cairn Wraith and Nightmares have 
+ 1 Strength. 

1 3 
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Blades andfangs glow with green witch-fire. 

The Black Coach’s Impact Hits, Nightmares and 

Cairn Wraith’s Attacks gain the Killing Blow and 
Flaming Attacks special rules. 
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A pulsing nimbus of darkness envelops the Black Coach. 
The Black Coach gains the Magic Resistance (2) 
and Strider special rules. 

1 5 
1 

The Black Coach flickers between the world of the 
living and the realm of the dead. 

The Black Coach has the Ethereal special rule. 

6+ 

1 Howling winds swirl around the Black Coach , 
lifting it into the air. 

1 The Black Coach has the Fly special rule. 









































HEXWRAITHS 



The origins of the Hexwraiths are shrouded in mystery, 
but it is said that they are created on Hexensnacht, tearing 
their way into the mortal realm from the very bowels of the 
underworld. Their single-minded purpose seems to be the 
pursuit of those evil men who have cheated their rightful fate, 
for a Hexwraith’s shade-like existence leaves it with a hunger 
that only the succour of a damned soul can sate. Once the 
curse of the Hexwraiths has been laid upon their prey, there 
can be no escape - the spectral horsemen can hurtle across 
rivers and pass through mountainsides on their incorporeal 
steeds without slowing their headlong charge. 

Often, their quarry will hide in a brightly lit tavern or well 
defended fortress, hoping to escape the robed figures that 
gallop through his dreams and maybe drown his sorrows 
into the bargain. This is no defence; sooner or later, the 
Hexwraiths will charge straight through the thickest walls 
with a ripple of cruel laughter, cutting the soul from their prey 
and riding out through the other side in one terrifying instant. 
The only proof that the cloaked and burning apparitions were 
not figments of the imagination is the rapidly cooling corpse 
left in their wake, and perhaps a patch of sulphurous soot 
where the creatures passed through the walls. 

Hexwraiths are able to move from the realm of spirits to 
the mortal world and back again at will. They share many 
similarities with Cairn Wraiths, though they are not bound to 
places of death and grief, instead able to ride abroad swiftly 
at the command of their Undead masters. The scythe-like 
weapons they use to slay their prey would be lethal enough 
in the material realm, but because the Hexwraiths shimmer 
between worlds, their spirit sqthes are able to pass through 
gromril armour or scaled Dragon-hide without hindrance. 

A single blow from a spirit sc\the can snatch away a mortal’s 
essence whilst leaving his physical form completely unharmed. 
It is these strange weapons that earn the Hexwraiths their 
nickname of‘reaper knights’, for they harvest the souls of 
the living just as a farmer reaps his crop. A soul taken by 
a Hexwraith does not dissipate altogether, but is instead 
absorbed by the spectre that took it. These dread reapers 
hence burn with flickering flame; all that is left of the 
horrified spirits they have stolen from the mortal realm. 

The arcane bloodline of the Necrarchs were the first to bind 
Hexwraiths into their armies - some say they learnt the 
art of their summoning from the stolen Book of Arkhan, 
others that the legendary Melkhior was the first to master 
their control. In recent years, however, they have been seen 
in Undead armies all across the land. When bound into 
a Vampire’s service and commanded by their Hellwraith 
leaders to ride into battle, whole packs of these apparitions 
hurtle across the field, plunging headlong through the swiftly 
dwindling ranks of the foe. 

In recent years, the Vampires of Sylvania have learned to 
bind these creatures of shadow to their service, using them as 
weapons of war. The sight of a pack of cackling Hexwraiths 
approaching fast, spirit scythes held high and unnatural soul- 
fires flickering from their eye sockets, is enough to chill the 
blood of even the most seasoned warrior. It is small wonder 
that these deathly riders are amongst the most feared of all 
the minions of the Vampire Counts. 



TROOP TYPE: Cavalry. 
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SPECIAL RULES: 

Ethereal, Fast Cavalry, Terror, Undead. 


Soul Reapers: Attacks made by Hexwraiths and Hellwraiths 
in close combat are magical, have the Flaming Attacks special 
rule, and allow no armour saves. 


Soulstriders: Hexwraiths and Hellwraiths can move 
through unengaged units (whether friendly or enemy) during 
the Remaining Moves sub-phase, but cannot end their 
movement within 1" of another unit. 


Spectral Hunters: If a unit of Hexwraiths moves through 
one or more unengaged enemy units in the Remaining 
Moves sub-phase, nominate one of those units. That 
unit immediately suffers a Strength 5 hit per Hexwraith 
(or Hellwraith) that has passed through it, distributed as 
shooting attacks. 

These hits are magical, have the Flaming Attacks special 
rule, and no armour saves are allowed against them. 
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TERRORGHEISTS 



In the hidden reaches of Sylvania, titanic bats the size of 
Dragons soar out from their caves to hunt horses, caravans 
and pegasi under the sickly skies. It is the ambush tactic of 
the creatures that give them their truly terrifying reputation. 
A Terrorgheist’s vision is poor, so the swooping monstrosity 
ensures that its prey is rendered motionless by emitting a 
piercing shriek so loud and unexpected it can stun even a 
Bretonnian warhorse into paralysis. At that precise moment, 
the Terrorgheist will dive down, gather up rider and mount 
in its talons, and return to its lair to glut itself on warm blood. 

The lairs of the largest Terrorgheists are strewn with enough 
corpses to make a Necromancer rub his clammy hands in 
glee. Few have the nerve to stray inside, though, just in case 
the Terrorgheist returns from its hunt to find a meal has 
sought it out, rather than the other way round. Being drained 
of blood by a Terrorgheist’s stinking snout is no one’s idea of 
a good death. 

It is the mortal remains of these troglodytic beasts that 
the Ghoul Kings of the caverns bind to their service. The 
binding process comes easily to these reclusive Vampires, 
for Strigoi Ghoul Kings and Terrorgheists have much in 
common. As Dark Magic swirls around the monstrous 
cave-creature, a bond of blood is formed between master and 
beast. Much like any other creature that drinks from a Ghoul 
King’s veins, Terrorgheists have necromantic power running 
in their blood that can heal even the most severe of wounds. 


In death, a Terrorgheist becomes a nightmare made real. 
Guided by its master’s will, the monstrosity creaks through 
the clouds above the battlefield on blotch-skinned pinions, 
its rotten flesh and withered organs open to the night air. 
Clotted hanks of fur cling in patches to its skeletal neck, and 
its skull swings from side to side as it tracks its prey on the 
plains below. 

It is the deathly shriek of an unliving Terrorgheist that is 
perhaps its most fearsome aspect. As the magics of undeath 
are worked upon the beast, its cry is transformed from a 
simple but shockingly loud noise into a barrage of eldritch 
power. Some say the Terrorgheist’s shriek is nothing less 
than the screams of the damned, channelled directly from the 
Realm of Chaos. It matters little to the Terrorgheist’s prey, 
for so devastating is its sonic attack that it can cause a man 
to die of fright in an instant. By venting this unholy noise 
as it dives down upon its prey, a Terrorgheist can cripple an 
enemy regiment moments before it slams into the reeling 
survivors, slaughtering the rest with tooth and claw. 
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TROOP TYPE: Monster. 



SPECIAL RULES: Fly, Large Target, 

Regeneration (6+), Terror, Undead. 

Death Shriek: A Death Shriek is a special attack that can be 
used against a single unit in the Shooting phase, even if the 
Terrorgheist has marched, charged, or is engaged in close 
combat. This attack has a range of 8" and needs line of sight 
to its target. If the Terrorgheist is engaged in combat, its 
Death Shriek may target a unit in base contact. 

To resolve a Death Shriek, roll 2D6 and add the number 
of Wounds the Terrorgheist has left. For example, a 
Terrorgheist with 4 remaining Wounds would roll 2D6+4. 
For each point by which the result exceeds the target unit’s 
Leadership, the target unit suffers 1 Wound with no armour 
saves allowed. A Death Shriek is a magical attack and 
Wounds suffered from it are distributed as from shooting. 


UPGRADES 

Infested: Legend has it that Terrorgheists explode , into a 
multitude of bats that feast on those nearby , when slain. 

When a Terrorgheist with this upgrade is removed as a 
casualty, all units that were in base contact (friend or foe) 
take 3D6 Strength 2 hits. 

Rancid Maw: The Terrorgheists fangs are encrusted with the 
remains of prey the monster can no longer digest. 

Attacks made by a Terrorgheist with this upgrade have 
the Poisoned Attacks special rule. Note that this does not 
include the Terrorgheist’s Thunderstomp. 

















ZOMBIE DRAGONS 


In death, no creature is beyond the powers of the Vampire. 
From the smallest bat to the mightiest Manticore, every man, 
monster or beast can be pulled from death’s embrace and 
bound to fight once more for a new master. The elder race 
of Dragons is no exception. Those Vampires gifted in the art 
of necromancy bind the corpses of the great drakes to their 
will, resurrecting them as Zombie Dragons. These once- 
majestic creatures stagger upright once more with a great 
despairing roar before stooping to allow their new master to 
ride atop their powerful shoulders. Wreathed in a fog of rot 
and surrounded by swarms of blood-hungry flies, a Zombie 
Dragon can turn the tide of a batde purely by dint of its 
horrific presence. 


North of the Land of the Dead, east of the Worlds Edge 
Mountains, lies the Plain of Bones. The Plain of Bones is a 
desert of multicoloured refractive sand from which protrude 
huge rib cages many times larger than a man. This is the 
place where Dragons once came to die, to rest their bones 
amongst those of their ancestors as they had done for millions 
of years, before any other sentient beings walked the world. 
Here lie the bones of the great ancestral Dragons: skulls the 
size of castle towers lie mingled with leg bones larger than 
the mightiest Drakwald oak. These bones date from the great 
days of the draconic race. Though today’s Dragons are of a 
lesser breed, they are still incomparably mightier than other 
races of the world. 


Dragon is borne aloft by great tattered wings, its body 
covered with thick, withered hide. Though in life it once 
breathed fire capable of melting steel, a Zombie Dragon 
can only belch forth a cloud of pestilent gas which strips 
flesh from bones and corrodes armour. A Zombie Dragon’s 
claws and sword-like teeth remain as deadly as they ever 
were, and it is capable of ripping an armoured knight in half 
and swallowing his warhorse in one motion. When such a 
monster is used as a steed by a powerful Vampire Lord, even 
the greatest heroes quail before the raw might of undeath, for 
the combined might of hero and mount is enough to break 
the back of any army. 


In the time before the first great Chaos incursion, Dragons 
flew to this parched land when they knew their time of dying 
was upon them. At the end of their last flight, they would lie 
where they fell. No one knows what instinct drew them but 
over the long millennia, thousands came here in their last 
hours. This continued until the time of the first great Chaos 
incursion, when dark power seeped out of the frozen north 
and malignant evil entered the corpses of the dead Dragons. 


The deceased monsters stirred once more, their eyes bright 
with unnatural light. These fell abominations still prowl the 
Plain of Bones, evil and near mindless, driven by terrible, 
unnatural hungers. Dragons are proud creatures, and those 
that survived the coming of Chaos do not willingly submit 
themselves to such a fate. They no longer come here to die, 
though none save the Dragon-riding nobles of Ulthuan 
know where they now go to end their days. 


When they are still among the living, Dragons swallow vast 
amounts of gold and gems to aid their digestion. These line 
their stomach, the grinding action helping to break down 
the vast meals that Dragons devour. When they die, their 
glittering carcasses contain a king’s ransom for those brave 
enough to claim it. There are always those who become bold 
when treasure is involved, but in a land devoid of drinkable 
water and home to poisonous and mutated monsters, death 
comes to these treasure seekers easily. Some die after drinking 
from toxic wells, while others fall prey to the great Zombie 
Dragons that prowl that godless realm, leaving their victims’ 
bones strewn across the sands. 

These perils mean little to the Undead, however, so it is to 
the Plain of Bones that a Vampire travels to claim a Zombie 
Dragon as its mount. Animated by Dark Magic, a Zombie 
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Zombie Dragon 6 40666254 

TROOP TYPE: Monster. 

SPECIAL RULES: Fly, Large Target, Scaly Skin (5+), 
Terror, Undead. 

Pestilential Breath: The Zombie Dragon has a Breath 
Weapon. Any model hit suffers a Strength 2 hit, with a -3 
armour save modifier. 

Swarm of Flies: Enemies in base contact with a Zombie 
Dragon deduct 1 from their rolls To Hit in close combat. 















Vampires do not ride to battle atop mounts of mortal 
flesh and blood. The steeds of the Vampire aristocracy are 

destriers called Nightmares. Some Nightmares are 
the carcasses of dead warhorses, brought back to life through 
necromantic magic. Though their flesh is withered and their 
skin pocked and rank, these mighty steeds are infused with 
Dark Magic and can easily bite or kick a soldier to death. 
Other Nightmares are sorcerous constructs of sinew, bone 
and metal, empowered by magic. 


The most impressive Nightmares are those born out of 
defiled flesh and bone, reared on fresh blood until they stand 
tall and proud. Their shadowy flanks shimmer with magical 
energy, their eyes glow like hot coals and their hooves burn 
with a coruscating magical flame. Smoke snorts from a 
Nightmare’s flaring nostrils, carrying the stench of brimstone 
and decay. These beasts are often clad in heavy barding or 
wear caparisons of rusting chainmail, and spiked barding on 
their bodies to tear at the flesh of their foes. 
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TROOP TYPE: War Beast. 

SPECIAL RULES: Undead. 



HELLSTEEDS 

Some types of Nightmare are known as Hellsteeds. Although 
at first glance a Hellsteed is a winged horse, it is far stranger 
than any mortal creature. Its skin is thick and covered in hard 
scales, and its head is ridged with protective protrusions of 
bone. When cut by a foe’s blade, its blood hisses black and 
fills the air with the stench of sulphur. Its long fangs and 
claws are easily capable of disembowelling an armoured man. 

A Hellsteed’s wings are bat-like and broad of span, tipped with 
talons. Some Hellsteeds have no skin, their exposed tendons 
and muscles stretching and bunching as they power through 
the air on powerful pinions. Hellsteeds often have manes and 
tails of flame, matching the fires that burn in their eye sockets. 

Hellsteeds are notoriously vicious, and Vampires that dabble 
in the binding of beasts delight in breaking these wild 
creatures to their will. In battle, Hellsteeds are driven mad by 
the scent of blood and strain at their reins, eager to trample 
their prey into the dirt as they plunge into the fray. 
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TROOP TYPE: War Beast. 

SPECIAL RULES: Fly, Undead. 






























SKELETAL STEEDS 


In the time before the coming of Sigmar, evil kings and 
leaders of men would bargain with sorcerers to enchant their 
steeds, protecting them from the blows of the enemy. So 
potent were these sorceries that the horses were protected 
even after death. Long after their masters were laid to rest, 
these creatures endured, until their bodies rotted away and 
only bones remained of their mortal forms. Their spirits, 
remained, knitting together the skeleton of these beasts and 
giving them the power to ride through the densest terrain 
without slowing. It is even said that these creatures can bear 
their riders between the realms of the living and the dead... 
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TROOP TYPE: War Beast. 

SPECIAL RULES: Undead. 

Spectral Steeds: A model mounted upon (or pulled by) a 
model with this special rule gains the Ethereal special rule 
for the purposes of movement only. They do not suffer the 
movement penalty for being barded. Whilst a unit with this 
special rule is joined by a character without the Spectral 
Steeds or Ethereal special rules, then it loses this special rule. 



TT 


ABYSSAL TERRORS 


The most warlike Vampires ride to battle on the backs of 
monstrous, winged, dread-inspiring mounts. Some are 
creatures of Chaos from the mountains, the resurrected 
hybrids of rapacious beasts. Others are nightmarish creations 
of Dark Magic, bound with shadows and given bodies of 
writhing blood and flayed skin. The most common of these 
winged fiends are known as Abyssal Terrors. 

Abyssal Terrors are inevitably borne to war on ragged wings, 
allowing their Undead masters to strike at the heart of the 
enemy army. The latter-day von Carsteins, for their part, 
were known for their use of huge wolf-headed monsters 
with slavering jaws and leathery wings. The exposed 
spinal columns and bony tails of their mounts oozed with a 
numbing poison that drew all warmth from those it infected, 
and jagged blades were fused to each Terror’s claws. 

The creation of these disturbing constructs has more to do 
with the unholy science of those who follow the dark arts 
than with any natural process. The most talented of the 
Vampires that create them, such as the hidden brotherhood 
of the Necrarchs, draw a twisted amusement from such 
blasphemous births - they use parts harvested from a wide 
variety of monsters, fusing bone with ragged muscles and 
sinew. Their vile creation is finally given animus when 
Morrslieb is at its fullest and a portion of that cyclopean 
moon’s power is invested in the beast as it lurches and 
twitches upright. 
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TROOP TYPE: Monster. 

SPECIAL RULES: Fly, Large Target, Terror, Undead. 


UPGRADES: 

Poisonous Tail: Abyssal Terrors often have elongated tails 
ending in venom-tipped bony protrusions. The poison can 
render a man completely paralysed in just a few seconds. 

Attacks made by an Abyssal Terror with this upgrade 
have the Poisoned Attacks special rule. Note that this 
does not include its Thunderstomp. 

Sword-claws: Some Abyssal Terrors have their dreadful 
physiognomy enhanced by devilishly sharp claw-blades. 

Some N ecromancers take this further by fusing jagged swords 
directly to the Terror’s bones. 

Attacks made by an Abyssal Terror with this upgrade 
have the Armour Piercing special rule. Note that this 
does not include its Thunderstomp. 

























COVEN THRONES 


Compensating for a cursed existence with grandeur and 
luxury is a common theme amongst the Vampire elite. A true 
lord or lady of undeath refuses to churn through the mud 
of a battlefield like a common peasant or be content with 
the dubious dignity of sitting astride a grave-beast. Instead, 
the monarchs of the night are often borne to war on gilded 
palanquins known as Coven Thrones. These bone-frame 
^constructs are held aloft by the departed spirits of those who 
have fallen in love with their owners and got nothing in return 
but a violent death. Mortal men shiver in awestruck disbelief 
at the exotic beauty of the handmaidens lounging upon these 
Coven Thrones - hypnotised by a beguiling glance, a kiss upon 
the air, or a subtle finger beckoning them into eternal servitude. 

The legend of the Vampires originates in the desert realm of 
Lahmia, and it is the Lahmians who are famed above all for 
their use of Coven Thrones. Those who hail from that land 
consider themselves the first amongst the aristocracy of the 
night, for their darkling city was the first ever to bear the 
curse of vampirism. All Lahmians descend from Neferata, the 
Queen of Mysteries, who is said to despise men with a passion. 
Consequently, very few Lahmians are male. Instead, the most 
enchantingly beautiful maidens are chosen from amongst the 
noble families of Bretonnia and the Empire and granted the 
Blood Kiss. They then gain control of the humans around 
them with cunning and intrigue, for Lahmians take an active 
interest in human affairs - no one knows how many eccentric 
noblewomen, widows and high-born ladies are, in truth, 



members of the Undead. The Lahmians are hedonistic, self- 
indulgent creatures that take great pains to present themselves 
in splendour and majesty at all times. Thus the Coven Thrones 
that carry the Lahmian sisterhood are bedecked with rare 
artefacts and strewn with silk-embroidered cushions and other 
finery. Over the centuries, the Lahmians have become skilled 
in the arts of foretelling and prescience in order to stay one step 
ahead of the agents who pursue them. The Coven Thrones 
bear great enchanted bowls full of fresh virgin’s blood, within 
which the Vampire’s handmaidens can scry the future. What 
the Lahmians’ final purpose is, however, none can fathom. 

Despite their luxury, these ostentatious palanquins are potent 
weapons upon the battlefield. The Vampires themselves move 
so swiftly as to be virtually invisible to the eye, but their true 
strength lies in their unity. A coven of Vampires fighting as one 
is as formidable a prospect as any Dragon or Daemon Lord. 

!- —* 
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TROOP TYPE: Chariot (Armour Save 5+). 

SPECIAL RULES: Always Strikes First (Pallid 
Handmaidens only), Large Target, ^Random Attacks 
(2D6) (Spirit Horde only). Spectral Steeds (see page 51), 
Undead, Vampiric, Ward Save (4+). 

Battle of Wills: Immediately before the first model in an 
enemy unit rolls To Hit against the Coven Throne or a 
character upon it (either in close combat or shooting), the 
opponent must roll a D6 and add it to his unit’s Leadership 
(attacks that do not roll To Hit are exempt from this effect). 
Next, roll a D6 and add it to the Coven Throne’s Leadership. 
To find the result of the Battle of Wills, subtract the enemy’s 
total from the Coven Throne’s total, and apply the result to 
the table below - the results last until the end of the turn. 


Result 

Effect 

0 or less 

Back off devils!: No effect. 

1-2 

Must... resist...: The enemy is at -1 WS and - IBS. 

3-5 

Bewitched: The enemy must re-roll successful To Hit rolls. 

6+ 

Completely enthralled: The enemy turn upon themselves. 
Every model in the attacking unit makes a single close 
combat attack, resolved against its own unit. War 
machines take a single Strength 3 hit for each remaining 
crewman against the crews’ Toughness. Affected units 
may not otherwise shoot or attack this turn. 


Scrying Pool: Bound Spell (Level 3). If cast successfully, 
the Coven Throne and all of its constituent parts, including 
its crew and any character using it as a mount, re-rolls failed 
To Hit or To Wound rolls (owning player’s choice) for the 
remainder of the turn. 
























MORTIS ENGINES 


Many Necromancers and liche-lords have risen to kingship 
over the Undead, becoming so saturated with evil power that 
their physical forms radiate magic. Some Vampires actively 
seek out the citadels of those lords who have gone before, 
hoping to take possession of their remains and to use them 
against the living. 

No mere casket or hearse could be fit to bear the remains of 
one of these masters of the night. Instead, they are enshrined 
within a Mortis Engine, a cage of fused bone, surrounded by 
trappings of grandeur and borne to war by a host of spirits 
bound to the infernal device. Though all that remains of their 
evil sovereign may be a wizened skull or a gilded finger bone, 
these spirits are forced to protect the unhallowed remains 
for the rest of eternity. The evil soul that clings to the unholy 
relic attracts the attentions of wailing Tomb Banshees, who 
shriek and howl in the air above the grotesque hearse. The 
Mortis Engines are watched over by deathless attendants 
known as Corpsemasters, trusted servants of the Vampire 
Counts who have proven immune to the dire energies that 
emanate from the relics within. 


When the Corpsemaster removes the locks and opens the 
lead-lined reliquary, the deadly artefact inside can be held 
aloft, stealing life energy from the enemy and energising 
nearby Undead. The longer a battle rages, the more energies 
the relic absorbs, and the more powerful it becomes. Mortis 
Engines can usually be found where the fighting is thickest, 
drifting ominously near to the battle line where their power 
is needed most. However, so redolent with Dark Magic are 
these artefacts that opening the reliquary is not without risk - 
its power can sometimes tear apart the engine itself! Indeed, 
if such a dread relic is ever shattered upon the field of battle, 
the subsequent release of pure evil has been known to smite 
everything in the vicinity, living or Undead, in a wave of 
destructive Dark Magic. 


Some reliquaries also carry blasphemous tomes to battle, 
or scrolls of parchment rumoured to have been penned by 
Nagash himself. Oftentimes the winds of magic become nigh 
uncontrollable when such a fell tome is near. Heavy with evil 
magics, painstakingly illuminated with such care that their 
creator’s souls have passed into the leaves of human skin 
that form its pages, these books can be a boon to the twisted 
practitioners of necromancy, but also the bane of reckless and 
unwary spellcasters. 


Mortis Engine 

Corpsemaster 

Banshee Swarm 

Spirit Horde 8 
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TROOP TYPE: Chariot (Armour Save 5 + ). 

SPECIAL RULES: Large Target, ^Random Attacks 
(2D6) (Spirit Horde only). Regeneration, 

Spectral Steeds (see page 51), Terror, Undead. 

Banshee Swarm: The Mortis Engine can make a Ghostly 
Howl attack (see page 31). 



The Reliquary: At the start of each of your turns, roll 
2D6 and add the current turn number. This is range of the 
reliquary’s dark aura this turn in inches. All enemy units 
within range of the dark aura immediately take D6 hits, with 
a Strength equal to the current turn number, distributed 
as from shooting. Also, place a marker next to all friendly 
Undead units that were within range of the dark aura at the 
start of the turn. These units improve their Regeneration 
saves by one point until the start of their next turn, to a 
maximum of 4 + . If they have no Regeneration save, they 
are treated as having the Regeneration (6 + ) special rule 
instead. Finally, if the 2D6 result was a double, then the fell 
energies prove too powerful; in addition to the usual effects, 
the Mortis Engine takes 1 Wound with no saves of any kind 
allowed. When the Mortis Engine suffers its last unsaved 
Wound, every unit within 12 plus the turn number in inches, 
friend or foe, must take 2D6 hits with a Strength equal to the 
current turn number. These hits are distributed as shooting. 


UPGRADES 

Blasphemous Tome: All Wizards (friend or foe) within 
12" of one or more models with a Blasphemous Tome 
gain +2 to their casting result when casting spells from 
the Lore of the Vampires. If any Wizard miscasts within 
12" of one or more models with a Blasphemous Tome 
upgrade, he must roll twice on the Miscast table. The 
miscasting player’s opponent chooses which result applies. 









VLAD VON CARSTEIN 


Vlad von Carstein was the first and greatest of the Vampire 
Counts of Sylvania. A master swordsman and skilled 
general with no small aptitude in the magical arts, it was 
he who tainted the aristocracy of Sylvania with the curse of 
vampirism, and in so doing, created an Undead kingdom in 
the heart of the Empire. 

iCount Vlad was a towering figure, with a mane of long 
hair and piercing eyes. Those who met him and survived 
described him as possessed of a feral charm, but with an evil 
temper that could turn into a berserk fury if he was thwarted 
in his endeavours. It was said that at such times, only his 
wife, Isabella, could calm him without blood being spilt. 

No records tell of the origins of Vlad before his coming to 
Sylvania. Even the Vampires of that realm know nothing of 
Vlad’s life before that fateful night in Drakenhof, and Vlad 
certainly never recounted or wrote down his personal history. 
That he knew much about the workings of the Empire, 
and its internal division at the time of his arrival, attests to 
knowledge of the dealings of mortal men for many years. 

In all possibility, Vlad was a noble of the Empire who was 
dispossessed some time before he received the Dark Kiss. 
Baseless speculation even contests that he was in some way a 
relation (possibly even an ancestor) of one of the contenders 
to the Imperial throne. With his final death, however, all 
knowledge of Vlad’s earlier life passed away. 



Vlad was not the first Vampire to have been encountered 
in the Empire, but before his rise to power, these Undead 
creatures had been solitary predators. A few had perhaps 
amassed small forces and carved out far-flung domains, but 
it was Vlad’s usurpation of Sylvania, and his ascendancy to 
the position of Count, that marked a new era of bloodshed. 

As the first true Vampire Count, Vlad had designs not only to 
create a realm of the dead, but also to secure dominion over 
the living. Vlad waged his war in order to become Emperor, 
for he truly believed he had a legitimate claim to the throne. 
With the might of the Empire at his command, and Isabella 
at his side, he would have become one of the most powerful 
rulers in the world. Who can say how far Vlad’s dominion 
of undeath might have stretched across the globe had he 
succeeded? That he came so close to achieving his ambition 
should have been a dire warning to the other Elector 
Counts, but they forgot the lessons of the first war and fell 
to bickering amongst themselves again, paving the way for 
Vlad’s unholy successors, who assail the Empire to this day. 
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TROOP TYPE: Infantry (Special Character, Vampire Lord). 

MAGIC: Vlad is a Level 3 Wizard. He uses spells from the 
Lore of the Vampires (see page 60). 

VAMPIRIC POWERS (see page 61): Aura of Dark 
Majesty, Beguile, Supernatural Horror. 

SPECIAL RULES: The Hunger (see page 27), 

Undead, Vampiric. 

Beloved in Death: If Vlad and Isabella von Carstein are in 
the same unit, they are inspired to fight all the harder, and 
hence they both benefit from the Always Strikes First special 
rule. Furthermore, Vlad becomes subject to Frenzy and 
Hatred should Isabella be slain, and vice versa. 

MAGIC ITEMS: 

Blood Drinker: When this sword draws blood\ the life force of 
the victim is used to revitalise the blades master. 

Magic Weapon. Close combat attacks made with Blood 
Drinker are resolved at +1 Strength. In addition, whilst Vlad 
wields Blood Drinker, he restores lost Wounds on a score of 
4+ for the purposes of The Hunger special rule. 

The Carstein Ring: This ancient heirloom of the twisted house of 
Sylvania makes the Vampire carrying it almost impossible to kill. 

Talisman. The Carstein Ring grants Vlad a 4+ ward save. 
Furthermore, the first time Vlad is removed from play, 
roll a D6 at the end of the phase. On a roll of 2 +, he is 
immediately returned to ‘life’ with a single Wound. Vlad 
must then be placed in the front rank of a friendly unit 
anywhere within 12" of the point where he fell (even one in 
close combat). If there is no such unit for Vlad to join, he is 
removed as a casualty. 














Daughter of the mad Count Otto von Drak, Isabella was 
much like many of her noble counterparts. She was vain, 
immoral and selfish, and cared little for anything that did 
not affect her personal comfort and standing. Though 
very intelligent, she had a classical, rather than practical, 
education. She was considered somewhat strange for her 
love of some of the more male pursuits, such as hunting 
and falconry, over needlework and music. In fact, outside of 
Sylvania, the only thing that made Isabella vaguely desirable 
as a wife was her stunning, cold beauty. This, however, was 
not enough to tempt suitors worthy of inheriting the throne 
of Sylvania, and Mad Otto certainly did not wish to give her 
hand to any of his rivals within the province. 


When Vlad von Carstein arrived on the night of Otto’s 
death, Isabella was pleased that creepy old Uncle Leopold 
would not inherit, though she was far from happy at having 
to marry this sinister stranger. As the months passed, 
however, what had started out as a marriage of convenience 
developed into something far more. Vlad’s charm was 
irresistible, and Isabella’s devotion to him grew so strong 
that Vlad and his wife became inseparable. Vlad long 
resisted Isabella’s requests to join him in undeath, but when 
she lay dying from a fatal, wasting illness, Vlad realised that 
he could not carry on without her, and reluctantly inducted 
her into the ranks of the Undead. As a Vampire, Countess 
Isabella was forever at Vlad’s side, feeding his ambition and 
teaching him the ways of the Sylvanian court and about the 
wider Empire. Isabella was Vlad’s most valued confidante, 
and the only person, living or dead, whose advice he trusted. 


ISABELLA VON CARSTEIN 


Please, come in and join me for dinner. I can see from 
the way you dress, you are a man of exquisite... taste.’ 

- Isabella vcn Carstein 


Isabella von Carstein 
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When Vlad set forth on his mission to become Emperor, 
Isabella accompanied him on the road to war. She carried an 
heirloom of the von Draks with her - a chalice made for her 
great grandmother, Countess Bathori. Corrupted by Dark 
Magic, this golden goblet was forever filled with fresh blood, 
from which Isabella drank even in the midst of the fiercest 
fighting. Those who dared confront her in battle would 
stare wide-eyed as her wounds healed within seconds, time 
seeming to flow backwards for the lithe Vampire Countess 
as blood crawled back into opened veins and alabaster flesh 
neatly sealed in its wake. Their hesitation would invariably 
cost them dearly, for when they returned to their senses, they 
would invariably find their throats slit or a sword driven right 
through their chests. 

It is claimed that when Vlad died, Isabella was fighting atop 
one of the gate towers of Altdorf. Protected by a ring of 
Grave Guard, she battled against the self-declared Emperor 
Ludwig and his Greatswords. When the Wights suddenly 
collapsed around her, Isabella realised that her beloved 
had been finally destroyed and his necromantic power 
undone. So stricken was Isabella that she turned from the 
men battling against her and flung herself from the tower. 
Isabella’s body was impaled on the stakes below, before 
crumbling into dust. 


TROOP TYPE: Infantry (Special Character, Vampire). 

MAGIC: Isabella von Carstein is a Level 1 Wizard. She uses 
spells from the Lore of the Vampires (see page 60). 

VAMPIRIC POWERS (see page 61): Beguile. 

SPECIAL RULES: The Hunger (see page 27), 

Undead, Vampiric. 

Beloved in Death: See Vlad’s entry, opposite. 

MAGIC ITEMS: 

Blood Chalice of Bathori: Countless are the innocent souls 
whose life essence has flowed into this bewitched goblet. 

Enchanted Item. Isabella, or another Vampiric character in 
the same unit, may drink from the Blood Chalice of Bathori 
at the start of each friendly Magic phase. The chosen model 
regains a single Wound lost earlier in the battle. 

















MANNFRED VON CARSTEIN 


While Vlad von Carstein was the most physically powerful of 
the Vampire Counts, Mannfred was the most cunning. When 
Vlad was slain, Mannfred did not involve himself in the 
infighting that would see Konrad rise to prominence. Instead, 
he travelled far and wide, seeking to deepen his knowledge 
of necromantic lore. He made an unholy pilgrimage to the 
ancient tombs of Nehekhara and the ancient city of Lahmia, 
where he wrested the secrets of the Liche Priests from bone- 
dry papyrus and scrolls made from human skin. 

Mannfred also studied the ancient spells in the first of the 
Books of the Dead. Eventually, his journeys took him to 
Nagashizzar. None can say what foul bargains Mannfred 
made with that surreal realm’s inhabitants in return for 
forbidden knowledge. When Mannfred finally returned to 
Sylvania, he was more powerful than ever, and took over the 
Undead legions in the wake of Konrad’s destruction. 

Mannfred was almost as masterful as Vlad at concealing 
his true nature. As he sought for allies, Mannfred would 
travel abroad in the guise of an Imperial lord. He was always 
courteous to those he met on his travels, as befits a noble 
from a powerful family. When Mannfred revealed himself 
at the height of his power, his appearance was far more 
horrifying - his face became contorted and corpse-like, and 
his scalp writhed with magical energy. Yet his newfound 
powers were not enough. In the end, Mannfred was defeated 
and his army annihilated at the Battle of Hel Fenn. 



Some storytellers claim that Mannfred is not vanquished. 
They say he rode from Drakenhof against the forces of Chaos 
when they invaded the Empire. If Mannfred has survived, 
then surely he will reveal his designs for the Imperial throne. 
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TROOP TYPE: Infantry (Special Character, Vampire Lord). 

MAGIC: Mannfred is a Level 4 Wizard. He uses spells 
from both the Lore of Death and the Lore of the Vampires 
(see page 60). 

VAMPIRIC POWERS (see page 61): Dark Acolyte, 
Master of the Black Arts, Summon Creatures of 
the Night. 

SPECIAL RULES: Loremaster (Lore of Death and 
Lore of the Vampires), The Hunger (see page 27), 
Undead, Vampiric. 

MAGIC ITEMS: 

Sword of Unholy Power: Whenever this blade tastes blood.\ its 
wielder seems to exert greater control over the Winds of Magic. 

Magic Weapon. For each unsaved Wound caused by the 
sword, Mannfred gains an extra dice at the start of the 
ensuing Magic phase (this will be a power dice in his own 
Magic phase, and a dispel dice in the enemy’s Magic phase). 

Armour of Templehof: A product of twisted sorcery , this 
construct fuses with the wearer, giving him tremendous endurance. 

Magic Armour. The Armour of Templehof confers a 5 + 
armour save. Furthermore, the wearer gains + 2 Wounds. 

- 1 --r—r- j -ft--- yn -r 

MANNFRED THE ACOLYTE 

This represents Mannfred during the reign of Vlad. Though 
he was not as skilled, he was still a formidable necromancer. 
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TROOP TYPE: Infantry (Special Character, Vampire). 

MAGIC: Mannfred the Acolyte is a Level 2 Wizard. He 
uses spells from the Lore of the Vampires (see page 60). 

VAMPIRIC POWERS (see page 61): Dark Acolyte. 

SPECIAL RULES: Loremaster (Lore of the Vampires), 
The Hunger (see page 27), Undead, Vampiric. 

MAGIC ITEMS: 

Sword of Unholy Power: (see above). 


















KONRAD VON CARSTEIN 


There are few things more dangerous than a violent lunatic, 
but one of them is an immortal violent lunatic with the 
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strength and speed of a Vampire. Adding a literal thirst for 
blood to Konrad’s figurative one did little for the noble’s 
stretched sanity. The fi rst of the von Carsteins had considered 
this as a potential advantage, and Konrad was one of the last 
of the von Carsteins to be embraced into the family. 

Perhaps Konrad’s complete lack of scruples and his tenuous 
grasp on reality amused Vlad. In retrospect, however, it 
might have better served his dynasty if Vlad had simply cut 
off Konrad’s head when the chance first presented itself; 
his insane depravity resulted in far more harm than good. 
Once given the Blood Kiss, Konrad made no attempt to 
hide his supernatural powers, and fed openly on his friends 
and subjects (as well as rats, cats, cows, wandering pedlars 
and anything else with a pulse that came too close). Konrad 
appointed himself as something of a berserk enforcer for 
Vlad, executing anyone who displeased the count. This, 
naturally, also included anyone who displeased Konrad. 

Over time, this encompassed many victims, including enemy 
generals, priests of all descriptions, people with a squint, and 
several Necromancers who had laughed at Konrad’s pitiful 
magical skills. 


When Konrad usurped power after Vlad’s death, he took a 
very different view to Necromancers, and encouraged many 
to join his entourage. He rewarded them greatly, for though 
he was barking mad, Konrad was no fool. He needed the 
Necromancers to raise his armies for him, and while they 
served him well, he guaranteed their safety. 


In battle, Konrad would lose all self-restraint. He revelled in 
the shedding of blood, and was a skilled swordsman. Driven 
on by a never-ending rage, Konrad led his army more as 
a bloodthirsty whirlwind than a general, his unconscious 
will pushing his minions forwards. However, when in this 
state, Konrad was also prone to excessive feeding, and would 
sometimes stop in the middle of a battle to lick clean his 
armour and sword, or drink from fallen enemies. It was 
during one of these blood-drunk fits that Konrad was slain by 
the Dwarf Thane Grufbad and the Elector Count Helmar. 



‘I say you can find out the servants of Death by their 
mams. No man is born so unnatural that his body does 
not revolt at the foul pollution of Undead blood. And 
by these marks can you tell them: by the fangs of the 
predator, for their tnirst for blood and flesh is like that 
of a vile beast; by their porcelain white skin, cold to the 
touch and unnatural to the eye; by the glow of their eyes, 
behind which lives the terrible Hunger. 


TROOP TYPE: Infantry (Special Character, Vampire). 

VAMPIRIC POWERS (see page 61): Red Fury. 

SPECIAL RULES: Hatred, The Hunger (see page 27), 
Undead, Vampiric. 

One Bat Short of a Belfry: At the start of each of Konrad’s 
turns, you must determine the state of the mad Vampire’s 
fragile mind. Roll a D6. On a roll of a 1, 2 or 3, Konrad is 
subject to the rules for Stupidity until the start of his next 
turn. On a roll of a 4, 5 or 6, Konrad is subject to Frenzy 
until the start of his next turn. Note that Konrad may become 
subject to Frenzy even if he has previously been beaten in a 
round of combat. 

MAGIC ITEMS: 

Sword of Waldenhof: The heirloom of the lords ofWaldenhof 
Castle has never been more expertly wielded than in the hands of 
Konrad. This spirit-possessed sword bites deeply when it strikes. 


These are the marks of the blackest evil. These are the 
marks of the Vampire.’ 

- Witch Hunter von htgefieim 

« 


Magic Weapon. The Sword of Waldenhof has the Multiple 
Wounds (2) special rule. Furthermore, the Sword of 
Waldenhof and Konrad’s hand weapon count as Paired 
Weapons. 



















HEINRICH KEMMLER 

The Lichemaster 



m. 


Heinrich Kemmler burns with the need for power. Having 
recognised the limits that mortality placed upon him in his 
early years, Kemmler made it his life’s work to escape them. 
He plunged into the world of Necromancy as a young man, 
and by the time he had reached his fortieth year he was able 
to raise entire graveyards of corpses to do his bidding. 

Kemmler became a great and much-feared Necromancer, 
plundering every Wizard’s tower and ancient temple he 
could find in his search for dark truths. His star was in the 
ascendant for many decades until ambitious rivals began to 
usurp his power. United, those who Kemmler had defeated 
proved stronger than even the self-styled Lichemaster. At the 
Battle of Ten Thousand Skulls, Kemmler’s foes succeeded 
in driving him to his knees. Although he finally managed to 
scatter his attackers with a great spell of confusion, his body 
was broken and his mind blasted in the battle. 

For many years Heinrich wandered the Grey Mountains and 
the Border Princes as little better than a half-sane beggar. 

By some quirk of fate, he uncovered the tomb of Krell; a 
long dead Chaos Champion whose burial mound was so 
magnificent it towered high above him. Here Kemmler 
struck a terrible pact with the gods. They restored him to 
his former power and in return, Heinrich swore to slay and 


destroy in their name. Now, the name of the Lichemaster 
once again strikes terror into the hearts of ordinary folk. 

Beneath Kemmler’s robes, his body is covered with scars, 
cuts and abrasions from his years of madness. He is 
shrouded in a large dark cloak that can carry its wearer across 
the veil between worlds. When going into battle he wields 
the Chaos Tomb Blade, and the Skull Staff, a potent magical 
artefact that chatters and gibbers constantly. 

Though he does not know it, Kemmler’s wanderings in the 
mountains were subtly guided by the spirit of Nagash - part 
of an evil plan that would free Krell and unite him with the 
forces of the Undead. Nagash’s plans have suffered a minor 
setback following the heavy casualties that the Lichemaster’s 
armies suffered at the Battle of Maisontaal Abbey, but in 
time they are sure to bear rich and terrible fruit. 
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Heinrich Kemmler 
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TROOP TYPE: Infantry (Special Character, Master 
Necromancer). 



MAGIC: Kemmler is a Level 4 Wizard. He uses spells from 
the Lore of the Vampires (see page 60). 

SPECIAL RULES: Loremaster (Lore of the Vampires), 
Master of the Dead (see page 28), Undead. 

MAGIC ITEMS: 

Chaos Tomb Blade: This evil weapon not only fills its wielder 
with an unholy energy hut also entraps the souls of those it cleaves, 
binding their fleshless remains in servitude. 

Magical Weapon. The Chaos Tomb Blade confers +2 
Attacks. Furthermore, if Kemmler is in a unit of Skeleton 
Warriors or Grave Guard, for each model he slays in close 
combat, an extra model is added to his unit following the 
rules for Resurrecting Fallen Warriors. Newly created 
models have the same equipment as the rest of the unit. 

Cloak of Mists and Shadows: Kemmler is surrounded by 
a dark cloak that swirls and twists with a life of its own. 

Enchanted Item. At the beginning of each of Kemmler’s 
turns, choose either the Fly or Ethereal special rule. Kemmler 
has that rule until the beginning of his next turn. 

Skull Staff: The jaws of the skull staff chatter and gnash , 
warning Kemmler of baleful magic in his vicinity. 

Arcane Item. At the beginning of the friendly Magic phase, 
your opponent must declare all of his magic items that 
are within 12" of Kemmler, and the models/units that are 
carrying them. In addition, Kemmler receives a +1 to his 
dice rolls when he attempts to dispel. 










KRELL 

Lord of Undeath 


Krell was a mighty Chaos Champion in the days before the 
birth of Sigmar, the ruler of a barbarian tribe that had been 
corrupted by the Chaos god Khorne. Krell carved out an 
empire amongst the barbarian tribes of the north and then 
turned against the Dwarfs to the south. He allied with the 
Night Goblins that stormed the Dwarf strongholds of Karak 
Ungor and Karak Varn, and his name is recorded many times 
in the Great Book of Grudges, though he was eventually 
slain by the Dwarf hero, Grimbul Ironhelm, during the 
assault on Karak Kadrin. 

KrelPs followers carried away his body and buried it in a 
barrow tomb. Nearly 1,500 years later, Nagash came upon 
the tomb when he was searching for the Crown of Sorcery. 
Easily translating the runic inscriptions cm the tomb walls, 
Nagash realised that this barrow held the remains of a mighty 
champion. Nagash was much pleased, and instantly set about 
raising this prized hero to fight in his armies. 

Krell was placed in command of one of Nagash’s Undead 
legions when he fought against Sigmar at the Battle of the 
River Reik. Leading from the front, Krell’s forces attacked 
the Empire’s Dwarf allies. The battle raged furiously, the 
Dwarfs stubbornly refusing to give ground against the 
endless ranks of Undead troops. Just as it seemed the Dwarf 
line would crumble, Sigmar cut down Nagash. In moments, 
the Undead army was all but destroyed as units withered and 
turned to dust. Only Krell and his Grave Guard survived 
Nagash’s defeat. At the head of his troops, he was able to 
battle his way through the Dwarf lines and escape. Sigmar’s 
forces were exhausted and did not pursue Krell immediately. 
This proved a costly mistake. Marching night and day, Krell 
led what remained of his forces on a dance of destruction that 
cut a bloody swathe across the lands. Entire communities 
were destroyed, towns sacked, and castles burnt to the 
ground. To this day, stories of Krell and his Doomed Legion 
are told across the Empire. 

Krell was finally cornered by Sigmar and defeated at the 
Battle of Glacier Lake, and his body was imprisoned in 
a magically constructed tomb. Centuries later, Heinrich 
Kemmler, the Lichemaster, came upon the tomb of Krell and 
freed the ancient Wight. Kemmler believes Krell to be in his 
thrall, but the servants of Nagash are not so easily enslaved... 
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TROOP TYPE: Infantry (Special Character, Wight King). 

SPECIAL RULES: Killing Blow, Terror, Undead. 

Champion of the Dead: Krell must always issue a challenge 
whenever possible, and must answer any challenge issued by 
the enemy. If Krell is fighting a challenge whilst in the same 
unit as Heinrich Kemmler, he has the Heroic Killing Blow 
special rule. 


MAGIC ITEMS: 

Armour of the Barrows: The passage of the ages has 
strengthened rather than weakened this elaborate Chaos plate 
armour. Such is the aura of entropy that surrounds it that it has the 
power to decay the magic of enemy weapons in an instant. 

Magic armour. The Armour of the Barrows confers a 4 + 
armour save. If an enemy with a magic weapon wounds Krell 
in close combat and Krell passes his armour save, that magic 
weapon’s abilities are nullified; it is treated as a normal, non- 
magical weapon of the same type for the remainder of the 
game. If no type is listed, treated it as a hand weapon. 

The Black Axe of Krell: When the Black Axe of Krell bites into 
flesh , it leaves behind jagged shards that swiftly eat their way into 
the victim k heart. 

Magic Weapon. Requires Two Hands. The Black Axe of 
Krell confers +2 Strength in close combat. It has the Always 
Strikes Last and Multiple Wounds (D3) special rules. 
Furthermore, any model taking an unsaved Wound from the 
Black Axe but not removed from play must roll a D6 at the 
start of each of its subsequent turns. If the result is higher 
than the number of Wounds it has remaining, that model 
suffers an additional Wound with no armour saves allowed. 
















TOMB KINGS 


Tomb Kings are the ancient, long-dead rulers of Nehekhara. 
Their mummified corpses have been awakened by magical 
incantations, and their bodies are now inhabited by their 
undying, vengeful spirits. The Tomb Kings have been reborn 
to a mocking imitation of life, transformed into hideous 
cadavers whose kingdoms have been plundered and lost. 
Bitter and twisted, the Tomb Kings’ rage file Is an unremitting 
need to conquer; they are the true monarchs of the dead, and 
they are coming to reclaim their rightful dominion. 

Upon their first death, the lomb Kings were embalmed in 
elaborate ceremonies. Their bodies were wrapped in pitch- 
soaked bandages inscribed with magical wards meant to 
preserve their corpses for all eternity. Despite the skills of 
the Liche Priests, the Tomb Kings now resemble dried 
skeletal husks. They are, however, possessed of an incredible 
strength and can withstand injuries that would slay a mortal 
man outright. The only known way to truly destroy a Tomb 
King is to set their bone-dry forms ablaze. 

Revived by the rituals of the Liche Priests, a Tomb King 
awakens from the sleep of death possessing all the ambition 
and lust for power he had in life. Every Tomb King seeks to 
reclaim his plundered treasures and restore his ancient glory. 
If this means the subjugation and destruction of foreign 
lands, then the Tomb King's army, loyal even in death, rises 



from its rest at his command. Although it is the magic of the 
Liche Priests that animates the Tomb King’s army, it is by 
the indomitable will of the Tomb King himself that they 
move and fight. Every Tomb King is an aggressive warlord, 
able to instil their warriors with their own unyielding vigour. 

A powerful curse hangs over the mummified royalty of 
Nehekhara, striking down those who seek to do them wrong. 
Tales abound of tomb robbers droppi ng dead as their blood 
magically turns into sand or they are engulfed in a ravenous 
swarm of desert locusts that strip flesh from bone, The most 
horrible fates are reserved for those that dare strike down 
these ancient lords in combat - those who would willingly, 
and foolishly, bring about such a demise are truly damned. 

TOMB PRINCES 

Tomb Princes are the sons of the Tomb Kings, Each of the 
kings of ancient Nehekhara had many heirs, doubtless the 
resul t of their extensive harems, but only one could succeed 
their father to the throne. This was typically the second son 
of the king, for the firstborn were given to the gods to serve 
in the Mortuary Cult. The king's younger sons served as the 
generals and lieutenants of his armies and enforced his will 
over his subjects. Upon their deaths they were entombed 
beside t he great tomb chamber of their sovereign, in an 
eternal council of war, waiting for the moment of awakening 
when they shall resume command of their Undead legions. 
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Tomb King 4 635 543410 

Tomb Prince 4 5 3 453339 

TROOP TYPE: Infantry (Character). 

SPECIAL RULES: Flammable, Nehekhanm Undeud. 

The Curse: If a model with the Curse rule is removed from 
play, then the enemy unit responsible - by inflicting the final 
wound, for example — will immediately suffer D6 Strength 5 
hits (if the model was a Tomb King) or D6 Strength 4 hits 
(if the model was a Tomb Prince). These Wounds are 
distributed as for shooting hits. In close combat, any Wounds 
inflicted count towards the combat result. If more than one 
unit is responsible for the destruction of the mode) with the 
Curse (it is destroyed by the combat result in a multiple 
combat due to its Unstable rule, for example), then all guilty 
units are affected. If the model is killed in a challenge, then 
only his opponent is cursed, and not the whole enemy unit. 

My Will Be Done: Any unit of Nehekharan Undead 
accompanied by a model with this rule uses the character’s 
unmodified Weapon Skill in place of its own (use the highest 
Weapon Skill if the unit is joined by several characters with 
this rule). If all characters with the My Will Be Done rule in 
the unit are killed, the unit immediately reverts to using its 
own Weapon Skill This special rule has no effect on mounts 
or any other characters - these always use their own Weapon 
Skill/ 
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LICHE PRIESTS 


Liche Priests are the undying members of Nehekhara’s 
Mortuary Cult, and they hold the secrets to unlife. They 
know the rituals needed to draw forth spirits from the Realm 
of Souls and bind them once more into corporeal bodies. I t 
is the Liche Priests who rouse the Tomb Kings and their 
courts from their slumber and awaken their armies for war. 
Liche Priests are also the keepers of Nehekhara’s arcane 
lore. Through ritualistic incantations, they call upon the 
power of ancient gods to bestow blessings upon the warriors 
of the Tomb Kings, infusing their ancient bones with 
magical energy. Similarly, Liche Priests cast terrible curses 
upon their foes, summoning vengeful desert spirits to feast 
on their souls. 

Since its founding, the Mortuary Cult was commanded to 
study the arts of mummification and communion with the 
gods. Steadily, over many centuries, the priests learned how 
to preserve a corpse from decay until the art of embalming 
had become very elaborate. The priesthood also devised a 
vast lore of magical incantations and rituals intended to bind 
the souls of the dead kings back into their royal bodies. 

Since a king depended on the Mortuary Cult’s knowledge 
and loyalty in order to live beyond his own death, the Liche 
Priests held great power in ancient Nehekhara. Indeed, 

Liche Priests were the only subjects who could not be 
executed. In this way, the priesthood became a formidable 
power behind many thrones. Liche Priests acted as advisors 
and viziers to the kings of Nehekhara, and their status was 
second only to that of the ruling families. 

Each necropolis, with the burial pyramids of the Tomb 
Kings at its core, has a temple dedicated to Nehekhara’s 
Mortuary Cult, and it is here where the Lie lie Priests 
preside. In addition to the rituals of summoning, Liche 
Priests have many duties to perform in the necropolis, 
including renewing the seals upon the portals of the tomb 
vaults, maintaining the incantations of preserv ation, and 
determining the moment of a Tomb King's awakening. The 
Liche Priests continue to perform these duties for centuries 
because they cannot die a natural death, cursed forever by 
their own lust for immortality 

Long ago, the Liche Priests used their accumulated 
knowledge to trap their own souls within their bodies, and in 
doing so they extended their lives far beyond those of mortal 
men. However, whilst their spirits never passed into the 
Realm of Souls, their bodies have withered with the passing 
of centuries, and it is their spirit alone that now animates 
their forms. Without realising it, the entire priesthood cursed 
itself - not to eternal life, but to eternal undeath. Liche 
Priests’ physical bodies are now little more than withered 
corpses. Hunched and frail, their dry, wizened skins are 
stretched like old parchment over their brittle skeletons. 

Each is garbed in an elaborate headdress, and clutched in 
their skeletal hands are ritual knives and rune-inscribed 
staffs, which act as both the Liche Priests’ crutches and 
symbols of office. 



Nehekhara’s Liche Priests have been perfected over 
millennia, and they have remained unchanged since that 
time. The wording of each and every incantation is recorded 
on dusty papyrus scrolls written in the mysterious 
hieroglyphs of Nehekhara’s ancient language. Uttered in 
long, monotonous rituals, the incantations of the Liche 
Priests must be precisely pronounced, for the slightest 
mistake can incite the wrath of the gods. It is not unknown 
lor the angered deities to snap the bones of the offending 
Liche Priest, set his form ablaze or even rend his soul 
asunder as punishment - such are the risks when harnessing 
the power of gods. 
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Liche High Priest 4 3 3 3 4 321 8 

Liche Priest 4 3 3332217 


TROOP TYPE: Infantry (Character). 

MAGIC: Liche Priests are Wizards, and use spells from one 
of the following: the Lore of Nehekhara (see page 61 ), the 
Lore of Light or the Lore of Death, 

SPECIAL RULES: Nehekharan Undead* 


The Liche Priests believe the Winds of Magic to be the 
breath of their gods, a power that connects the mortal world 
to the realms beyond. The magical incantations of 



•O" 
















TOMB HERALDS 


A Tomb Herald is the personal champion and trusted 
bodyguard of a Tomb King. Obedient to a fault, these 
mummified warriors cut down their lord’s enemies without 
pause or hesitation, slicing through flesh and bone with 
every strike until all their foes lie dead or dying at their feet. 

Tomb Heralds were selected from the ranks of the elite 
Tomb Guard, devout warriors who had honed their skills 
through years of warfare. Every' candidate for the rank of 
Tomb Herald first had to pass numerous trials of bravery 
and loyalty to prove worthy of the honour 

Anyone wishing to harm a Tomb King must first get past his 
I ferald, a sworn bodyguard who moves to intercept a mortal 
blow, heedless of the danger. A Tomb 11eraid was not just a 
bodyguard, but also a soul-guard - his life was intrinsically 
bound to that of his charge, for upon his king’s death he was 
expected to slit his own throat and serve his monarch in the 
Realm of Souls. A Tomb 1 lerald was then embalmed and 
buried at the right-hand side of his lord in order to watch 
over and protect the king’s spirit for all eternity. A Tomb 
Herald’s golden armour was placed over his death shrouding 
and his enchanted blade placed in his hand. Thus, when the 
Tomb King awakens from his sarcophagus, his most loyal 
retainer is already standing at his side, ready to slay his liege- 
lord’s foes and enforce his will over the lands once more. 



A Tomb Herald had many duties aside from the protection 
of his king. Disputes between To nib Kings of different cities 
would be settled by a ritual duel between their nominated 
champions, and the Tomb I leralds often fulfilled this role. 
Sometimes these battles were fought to first blood, but such 
were the Tomb Heralds’ skills in the art of slaughter that the 
first blow struck was often a killing strike. A Tomb Herald 
was also the envoy and harbinger of his Tomb King. Only 
when given the duty of bearing their lord’s commands to 
distant parts of the realm would a lomb Herald leave his 
charge’s side, but when they did, they were empowered to 
speak with the king’s voice. Thus, to disobey the orders of a 
Tomb Herald was treason, and was met with death at the 
champion’s own ruthless hands. 

The king’s personal icon is often carried into battle by his 
Tomb Herald. This honour is reserved for only the most 
trusted of warriors, for each banner is a priceless heirloom. 
These lavish standards were crafted by master artisans, 
encrusted with a fortune of jewels and inlaid with finely 
lacquered wood, gold and lapis lazuli. Emblazoned upon 
their imposing surfaces are images of death and immortality, 
and pennants declaring the king’s conquests hang below 
them. The passing of centuries has not tarnished the 
magnificence of these icons, and they are held as high as they 
w r ere in ancient times, proudly announcing the deathly 
majesty of the Tomb King and his eternal army. However, 
the lomb King’s personal icon is not only a symbol of his 
wealth and power; they were also magical relics infused with 
powerful incantations meant to preserve and protect his 
legions in the next life. It was even said that I he breath of 
Nchekhara’s gods touched these icons, blessing them with a 
portion of their power The king’s most trusted warrior thus 
protected these artefacts, tor superstition had it that if they 
fell in battle, the gods themselves would curse the king for 
all eternity. 
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Tomb 1 Era Id 4 43442338 

TROOP TYPE: Infantry (Character), 

SPECIAL RULES: Flammable, Killing Blow, 
Nehekharan Undead. 

Sworn Bodyguard: If you have any Tomb Kings or Tomb 
Princes in your army, you must nominate one of them for the 
Tomb Herald to protect at the start of the game. The same 
character may not be nominated by several lomb Heralds — 
the oath is a sacred one between a master and his chosen 
cliampion, Whenever the nominated character suffers a 
Wound (before saves are taken) and the Tomb Herald is in 
the same unit as him, roll a D6. On a 1, the Wound is 
resolved as normal, but on a 2+ the Wound is intercepted, 
and re-allocated to the Tomb Herald. No more than one 
Wound can be re-allocated to each Tomb I lerald in each 
phase. Wounds suffered by a Tomb King or Prince in a 
challenge can’t be re-allocated - it is a duel of honour, and 
the Tomb Herald may not intefere. 










NECROTECTS 


Necrotects were the artisans of ancient Nehekhara. They 
were not common labourers* but architects of extraordinary 
skill whose ambitions far outpaced what could be achieved in 
a mortal lifespan. In death, the Necrotects have lost none of 
their frenetic drive. They are filled with a compulsive need to 
pull down the inferior, vulgar cities of their enemies and 
supplant them with vast monuments of their own design. 

The skills of a Necrotect were in high demand, for every 
king needed monuments to pronounce his majesty and a vast 
tomb to house his mortal remains upon his death. Indeed, 
Necrotects were so valued that, upon completing their work, 
they were rewarded with a ritual execution followed by an 
elaborate embalming ceremony. Many Necrotects were 
entombed within the same pyramids they had built, buried 
with the tools of their trade and an intricately carved death 
mask made by their own hands. The reasoning behind their 
sacrifice was twofold. Firstly, the king would need artisans to 
fashion palaces of gold in the next life. Secondly, it ensured 
that no rival kings could hire their services to commission a 
more elaborate tomb for themselves. Many Necrotects went 
to their graves willingly, perhaps for the honour of their 
beloved king, or because they were unable to live knowing 
that nothing they created would ever surpass their lord’s 
tomb. Other Necrotects, particularly those whose creative 
desires still burned strongly tended to meet with unfortunate 
accidents such as falling through rotten scaffolding, tripping 
on slippery stairwells, or drinking poisoned wine. 

Necrotects were stern taskmasters who oversaw tens of 
thousands of Nehekharans as they toiled under the blaring 
sun. Under their gaze, an army of masons carved huge slabs 
of rock out of cliff faces before vast columns of slaves 
dragged the stones across the desert and hauled them into 
position. All Necrotects were foul tempered, and they would 
dispense summary punishment at the slightest provocation. 
They hated anything and anyone that threatened their art. In 
death, much of their work lies broken or damaged by the 
greed of tomb robbers and invading armies. Necrotects have 
been driven to a blinding rage by the wanton desecration of 
their beloved masterpieces, and they have sworn to have 
revenge. In battle, Necrotects lead the Tomb King’s 
regiments like the work gangs of old They exude the same 
aura of hatred they possessed in life, and their mere presence 
instils a magical state of fury in the Undead warriors of 
Nehekhara. Necrotects no longer need to extort their 
followers to work faster, and they reserve the lash for those 
who would defile their art instead, attacking these ignorant 
wretches with the crack of a whip strong enough to split 
open backs and leave spines exposed to the elements. 

Necrotects saw to the fine details of construction personally, 
tor only they possessed the skills necessary to carve the 
likeness of the gods into their sculptures and engrave 
intricate hieroglyphs onto their surfaces. These were not 
merely ornamental, for the Necrotects were schooled by the 
Liche Priests in the ways of crafting potent symbols of 
preservation. Necrotects may not know the full range of the 
Liche Priests 5 incantations, but they could inscribe powerful 
wards nonetheless. In unlife, Necrotects constantly repair 
their work, for many hieroglyphs have faded through the 



passage of time. When a Tomb King awakens, th e 
Necrotects redouble their efforts as they attempt to finish 
their work. They tirelessly restore the great war-statues 
that stride to battle alongside the Tomb King’s skeletal 
legions, renewing the hieroglyphs of protection. In battle, 
as Necrotects chant sinister mantras, these inscriptions 
glow r , and the cracked stone of these animated statues 
flows to repair itself. 
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Necrotect 4 33442327 

TROOP TYPE: Infantry (Character). 

SPECIAL RULES: Flammable, Hatred, 

Nehekharan Undead. 

Wmth of the Creator: The Necrotect confers the Hatred 
special rule onto his unit. If he leaves the unit, or is slain, the 
unit immediately loses Hatred. 

Stone Shaper: Any unit ot Animated Constructs within 
12' 1 of a character with the Stone Shaper rule gains the 
Regeneration (6+) special rule. 
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SKELETON WARRIORS 


As the punishing midday sun blazes, the sands begin to shift, 
and thousands of sun-bleached skulls pierce the endless tracts 
of desert - sand pouring out through empty eye sockets as the 
Undead break the surface, Rising up from the dusty dunes 
come the eternal legions of the Tomb Kings; rank upon rank 
of Skeleton Warriors ready to kill once more in the name of 
their immortal monarchs. Holding curved swords and long 
spears, ancient forms awake from their deathly slumbers, 
forming up into vast regiments with a supernatural discipline 
that few living warriors can hope to match. 



The mighty armies of Nehekhara, made up of regiment after 
regiment of valiant soldiers, swore oaths of eternal loyalty 
before the gods to serve their monarch in life and beyond into 
death. Thus, the bones of those who perished in battle were 
collected from the field of w ar and interred in the great tomb 
pits of their king's necropolis by the Lichc Priests, Soldiers 




who yet lived after their liege lord had died marched on, as if 
in a victory parade, to the necropolis on the day of the king's 
entombment. They strode into cavernous vaults and mighty 
walled courtyards, their Master of Arms leading from the 
front. Here they stood in regiments with their full 
paraphernalia of war, everything that would be needed to 
serve in the king’s eternal army Arranged in ranks, icons 
held proudly the legions were entombed alive. No soldier 
flinched as the great stones were heaved into position, 
blocking out the light of the sun. Bravely, these warriors 
stood to attention as hot sand was poured into the tomb pits 
until the tops of standard poles disappeared from sight. 

There they remained until summoned by the incantations of 
the Lichc Priests to heed the will of their king once more. 

The Skeleton Warriors of Nehekhara are not mindless 
automatons slaved to the will of an evil necromancer. They 
are instead animated by the souls of their former bodies. The 
incantations of the Liehe Priests summon the spirits of long- 
dead soldiers from the Realm of Souls and bind them into 
corporeal forms. T lowever, without the extensive 
mummification lavished upon their lords and betters, the 
spirits of these warriors do not retain the full memory of 
their former existence. Upon awakening from their death- 
sleep, the only things that every one of these Undead 
soldiers can recall with perfect clarity is their unswerving 
loyalty to their king and the ways of war that were drilled 
into them in life. Thus, the skeletal regiments of Nehekhara 
obey every command of their Tomb King without hesitation 
- as they served him in life, so they serve him in death. 

The Skeleton Warriors of Nehekhara are the backbone of a 
Tomb King's army. Under the shadow of gold-topped 
banners, vast phalanxes of skeletal troops advance in perfect 
unison towards the enemy their polished weapons dazzling 
in the desert sun. As one, the skeletal soldiers turn and raise 
their large shields, presenting a hedge of deadly spear points 
to their foes. At an unseen command the Undead advance, 
wordlessly slaying those in their path without any thought of 
mercy. Skeletons are implacable warriors that know neither 
fear nor fatigue. Only a mortal who can overcome his fears 
and steady his trembling sword arm may land a blow that 
can destroy such unnatural creatures. 

At battle's end, the Skeleton Warriors walk back, alongside 
their king, to their tomb pits. The only soldiers to break 
ranks are those that gather up the splintered bones of their 
former comrades, carrying the broken remains back to their 
tombs as the living might carry the bodies of fallen heroes. 
Upon their return, the Skeleton Warriors are once more 
buried until their sovereign has need of them again. 
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Skeleton Warrior 422331215 

Master of Arms 422 3 3 1225 


TROOP TYPE: Infantry 

SPECIAL RULES: Nehekharan Undead* 












SKELETON ARCHERS 


The Skeleton Archers of Nehekhara nock and loose volleys 
of arrows as they advance towards their foe without ever 
breaking stride. Raising their bows as one, the archers fire, 
reaching into quivers for another arrow before the first salvo 
has even reached the zenith of its trajectory These Unde ad 
archers unleash great clouds of death that darken the sky 
moments before falling amidst the ranks of the enemy. 

Riders are pitched from mounts, and swathes of enemy 
infantry tall dead as bronze tipped arrows rain down upon 
them and pierce their bodies. 

The kings of ancient Nehekhara knew the importance of 
delivering death from afar, and all of them maintained 
legions of highly disciplined archers. Loyal soldiers for all 
eternity, Skeleton Archers continue to practice their ways of 
war as they did in centuries long past. Awakened from the 
tomb pits of their king's necropolis by the magical 
incantations of the Licbe Priests, every Skeleton Archer 
arises with a bow still clutched in one hand and a quiver of 
arrows held in the other. 

There was a strong tradition of archery in ancient 
Nehekhara, and hunting was a popular sport amongst young 
princes. However, upon reaching adulthood, a prince was 
expected to leave behind such pastimes and devote his life to 
ruling his people. It became tradition for a newly crowned 



king to honour the greatest marksmen amongst his legions 
with his royal bow, This chosen warrior was bestowed the 
title of Master of Arrows, a position that held much prestige 
amongst the common soldiery However, it was said that 
should the Master of Arrows miss his target the first time he 
fired the bow on the field of war, his life was forfeit — such 
was the punishment for betraying the king's trust. 

Skeleton Archers are unencumbered by the large, heavy 
shields of the Tomb Kings' other legions, allowing them the 
freedom needed to fire their long, curved bows. This leaves 
them with little protection against the swords and axes of 
their enemies, but any foe wishing them harm must first cross 
the killing ground, weathering a hailstorm of lethal arrows 
every step of the way. Only the most heavily armoured of foes 
can withstand such withering salvos. Less protected targets 
may instead turn and flee from the onslaught, but once an 
enemy has entered the sights of Skeleton Archers, the 
Undead will not stop until their foes have been killed. 
Skeleton Archers will relentlessly pursue their opponents, 
for hundreds of leagues if needed, loosing a volley of arrows 
every time their retreating foes re-enter range. Whilst their 
enemies will grow weary, the Undead warriors no longer 
have such concerns and will only pause in their advance when 
the last of their quarry lies dead. Surrounded by the arrow- 
pierced bodies of their slain enemies, these Skeleton Archers 
will then stand perfectly still, awaiting the orders of their 
king. If that order is not forthcoming, they stand motionless 
and forgotten beneath the glare of the desert sun, until they 
are buried by the shifting desert sands. 
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TROOP TYPE: Infantry. 

SPECIAL RULES: 

Arrows of Asaph, Nehekharan Undead. 



BLESSED ARROWS 

Every arrow ft red by the Skeleton Archers of Nehekhara has 
been blessed by Asaph, the goddess of vengeance and magic, 
so that they seek out their foes with unerring accuracy. When 
loosed, these arrows swerve in mid-air, darting towards their 
prey with the speed of a striking snake. The ritual bestowing 
each arrow with Asaph's blessing is long and arduous. The 
wooden shafts are inscribed with incantations using the daws 
of dune scorpions and the black feathers of desert vultures 
are used to fetch them. The most important part of the ritual 
is performed by chanting acolytes in the heart of Asaph's 
sacred temples, where bronze arrowheads are forged and 
cooled in the blood of a hundred sacrificed serpents. 














SKELETON HORSEMEN 


Regiments of Skeleton Horsemen race across the sandy plains 
of Nehckhara mounted on the fleshless remains of their once- 
proud steeds, weapons lowered as they gallop towards their 
foes. These skeletal riders drive their heavy spears into their 
foes with banc-jarring force, using well-aimed thrusts that 
punch clean through torsos and rip open throats in a spray of 
blood. Those not impaled by the cavalry rider’s razor-sharp 
spearheads are trampled into the ground by the thundering 
hooves of skeletal steeds. 

Skeletal steeds instinctively obey the will of their riders, 
displaying die same supernatural discipline as the soldiery of 
the Tomb Kings’ army Only occasionally do these Undead 
horses twitch their heads as a vestigial memory of life surfaces. 
Even though their flesh has long since vanished, skeletal 
steeds are as powerful as they were in life, and they can crush 
a man’s skull with a single kick. 

Unencumbered by heavy armour or barding, a Tomb King’s 
skeletal cavalry legions maintain a punishing pace as they 
traverse the scorching deserts of Nehekhara. Skeleton 
Horsemen often form the spearhead of a Tomb King’s army 
and, as such, they are amongst the first of the Undead 
warriors to engage the foe. These vanguard warriors are not 
heavily armoured knights, but fearless raiders who Launch 
devastating attacks where their opponents are weakest, luring 



the enemy into overextending their reach before withdrawing 
to strike again. However, Skeleton Horsemen are not 
completely without protection, for they carry large, sturdy 
shields in battle to deflect the panicked blows of their foes. 

Cavalry were a relatively late addition to the armies of ancient 
Nehckhara, for horses needed a great deal of water to survive 
the desert heat. As such, steeds were expensive — worth 
considerably more than the soldiers who rode them. Only those 
warriors who had proven themselves, and slain a dozen foes in 
mortal combat, were inducted into the ranks of one of their 
king’s valued cavalry legions. These warriors would then spend 
the rest of their lives fighting from the saddle, drilled under die 
tutelage of the king’s Master of Horse - a grizzled veteran 
hearing the scars of several bloody campaigns. In life, these 
champions often formed part of the Tomb King’s council of 
war, for their knowledge and experience of mounted warfare 
were second to none, and their expertise was highly valued. 

When the Liche Priests summon the Tomb Kang’s army from 
their sandy graves, fully formed cavalry columns stride out of 
the pyramids at the head of the foot legions. When the enemy 
is sighted, the cavalry regiment’s hornblower signals the 
charge and a deep unsettling discord reverberates about the 
desert. This otherworldly sound shakes the dust from statues, 
and a disquieting feeling of dread permeates across the 
battlefield. As one, the Undead steeds gallop towards their 
quarry, the skeletal riders on their backs raising their shields 
and lowering their spears in perfect unison. Paralysed with 
fear, it is a brave foe indeed that does not flee as these 
deathless horsemen bear down upon them. 
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TROOP TYPE: Cavalry. 

SPECIAL RULES: Nehekharan Undead, Vanguard, 



AMANHOTEP THE INTOLERANT 

During the time of the Desertblood Crusades > a regiment of 
Bretonnian Knights returned from Nehekhara with the 
remains of what they believed to be Duke Cheldric, a hero 
whose daring quest into the Land of the Dead was the stuff 
of legend. However, the Knights had actually returned to the 
Old World with the mummified body of King Amanhotep 
the Intolerant, who awakened after unknowingly being 
paraded up and down the length of Bretannia and carried 
across a score of battlefields by zealous Battle Pilgrims. 

Amanhotep's wrath was great indeed r and he single- 
handedly slaughtered the inhabitants of dozens of towns 
before returning to his sarcophagus in ZandrL 















SKELETON HORSE ARCHERS 


The Skeleton Horse Archers of Nehekhara are likened to an 
angry desert wind, one that appears suddenly and leaves only 
the dead and the dying in its wake. Skeleton Horse Archers 
move relentlessly across the battlefield, firing volleys of 
magically blessed arrows into their foes before turning about 
and escaping retribution. As the Undead cavalry turn, they 
disappear from view as they ride into the cloud of dust 
thrown up by the hooves of their skeletal steeds. Before the 
cavalry archer's stunned victims can recover their wits, the 
Undead horsemen reappear, loosing another deadly salvo. 

The horse archers of ancient Nehekhara were very different 
to the other living warriors in the king's army. They were 
not soldiers, raised and trained within the vast cities of 
Nehekhara, but nomadic tribesmen that dwelt in the deep 
desert. Such warriors knew the ways of the parched plains 
better than any city-born man, and with their swift mounts, 
they could traverse the shifting dunes without fear of getting 
lost. Such was their skill on horseback that they were said to 
have been born in the saddle and their marksmanship, 
unhindered by the jarring motion of their galloping mounts, 
was renowned throughout Nehekhara. The kings had great 
need of such warriors and guides, and they would pay much 
gold to hire their services as mercenaries. It was not until the 
reign of Rakaph III, of the second dynasty, that horse 
archers became a permanent feature in the armies of 
Nehekhara. Rakaph granted these tribes the freedom of the 
desert, the protection of his grand armies and as much gold 
as their chieftains could carry, in exchange for an annual 
tithe of warriors who would swear an oath of unswerving 
loyalty and obedience to the king. Ever since then, the kings 
of ancient Nehekhara maintained strong contingents of horse 
archers amongst their armies. 

Skeleton Horse Archers are the outriders and scouts of the 
Tomb Kings army Whereas mortal horses need regular rest 
and water, skeletal steeds cross the vast tracts of open desert 
at a relentless pace. Even in death, these Undead horsemen 
maintain an innate ability to track and hunt their quarry 
through the shifting dunes, and no sandstorm can obscure 
their targets from them. As scouts, Skeleton Horse Archers 
hinder the movements of the enemy and harass their flanks 
in fleeting, yet bloody skirmishes. These attacks do much to 
slow the advance of the Tomb King's enemies, pinning them 
in place while the Tomb King manoeuvres his own warriors 
into position. 

When Skeleton Horse Archers attack, they strike without 
warning or mercy. The first an enemy soldier knows that he 
is in danger is when a black fletched arrow plunges into the 
throat of the man next to him, the gurgli ng cry of pain a 
ghastly prelude of the slaughter to come. An instant later 
another comrade falls to the ground, an arrow shaft 
protruding from his blood-slick chest as his pierced heart 
empties its contents onto the desert sands. With every 
passing second more arrows find their mark, falling amongst 
the enemy like a deadly rain. As the Skeleton Horse Archers 
close upon their foes, their enemy sees them for the first 
time, appearing through the haze of the desert heat like a 
terrify ing mirage. At a silent command, the skeletal riders 
urge their Undead mounts forwards and the archers’ 


grinning skulls turn to face the panic-stricken survivors, 
With eyeless sockets never wavering from their targets, the 
Skeleton Horse Archers raise their weapons and draw back 
bowstrings once more. As mortal warriors turn and flee for 
their lives, the last thing they ever feel is the searing agony 
of an arrow slamming into their backs. 


M WS BS S T W I A LD 

Skeleton Horseman 4 2 2 3 3 12 15 

Master of Scouts 42333121 5 

Skeletal Steed 8 2 0 3 3 12 1 5 


TROOP TYPE: Cavalry, 

SPECIAL RULES: Arrows of Asaph, Fast Cavalry, 
Nehekharan Llndeitd, Scouts* 















SKELETON CHARIOTS 


The pride of a Tomb King's army is his charioteer legions. 
Their advance is heralded by a cloud of dust thrown high 
into the air as they drive across the sands. Moments later, 
units of these deadly machines crest the dunes, their wheels 
whirring as they careen towards their foe. The legions impact 
with bone-shattering force, wave after wave of chariots 
crushing bodies beneath heavy wheels as their Undead crew 
lay about the disorientated foe with lethal effect, 

Nehekhara was the first great civilisation of Mankind and 
the place where men first used horse and chariot in battle. 
This was a great accomplishment, for horses had only 
recently been bred as beasts of war, but it was considered 
undignified for those of noble blood to touch such lowly 
brutes, let alone ride them. However, with the invention of 
the chariot, the ruling classes of Nehekhara could take to 
battle with the speed of a stallion. The ancient armies of 
Nehekhara included vast forces of swift chariots and each 
carried an arsenal of weaponry To fight from such an 
armoured platform was thought to be the height of civilised 
warfare. As such, only royalty and nobility were permitted to 
fight as charioteers. As befitted their status, charioteers were 
bedecked in fine armour, precious metals and valuable 
jewels. Their chariots were created by skilled artisans, often 
gilded ill gold and covered with images of skulls, bones and 
other symbols of the Mortuary Cult. 



The fighting quality of the king's charioteers was a reflection 
of his Own power and martial prowess. As such, the king 
entrusted the training of these regiments to the Master of 
Chariots. These scarred warriors were typically a minor 
blood relation to the royal family, such as a cousin, and 
thus had the aristocratic superiority to back up his years of 
fighting experience. The Master of Chariots was a ruthless 
disciplinarian, and under his command, the noble-born 
charioteers were drilled until they were elite, warriors fit to 
fight in the king’s name. They would ride into battle fierce 
and proud, the legion’s standard carried high as they bore 
down upon their foes. 

Ever since their invention, chariots have been the chosen 
means of transport for the kings of Nehekhara. Upon 
awakening from their deathly slumbers, Tomb Kings have 
continued to lead their armies to war from atop these ancient 
machines. Not only does a chariot have an armoured 
carriage, to protect him from harm as he slays his foes with 
every sweep of his enchanted blade, it also provides him 
an elevated platform. This grants the Undead monarch a 
superior view of the battlefield, enabling a Tomb King to 
better witness the movements of enemy formations and direct 
his own troops to inflict the most damage. 

Squadrons of chariots were entombed beside the pyramids 
of the Tamb Kings of Nehekhara, ready to serve their lords 
upon their awakening and trample over their enemies as they 
had done in his mortal reign. The mere sight of Skeleton 
Chariots arrayed for war and riding to battle is enough to 
strike fear in the hearts of all who oppose them. As the 
chariots rumble towards their quaking foe, slowly gathering 
speed until they are ready to charge, that fear turns to 
outright panic as the pride of Nehekhara crashes into them 
and the slaughter begins. 
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TROOP TYPE: Chariot (Armour Save 5 + ). 

SPECIAL RULES: 

Arrows of Asaph, Nehekharan Undead. 

Chariot Legions; A rank of Skeleton Chariots only needs 
three models to count for rank bonus. In addition, Skeleton 
Chariots add their rank bonus to the Strength of any Impact 
Hits that they inflict. 

‘And the Tomb Kings Kode to War..,’: Characters in a 
Tomb Kings army that have a chariot (including Settra the 
Imperishable's Chariot of the Gods) can join a unit of 
Skeleton Chariots. They can remain with the unit even if 
their mount is destroyed but, if they subsequently leave the 
unit whilst on foot, they will not be able to rejoin it, or join 
another unit of Skeleton Chariots. 








TOMB GUARD 


The Tomb Guard are the partially mummified remains of 
the king’s elite guard. They are exceptional warriors, 
maintaining all the discipline and martial skill they had in 
life. In battle, the Tomb Guard form unwavering ranks of 
armoured warriors. They have spilled the blood of their 
enemies for countless centuries, and numerous armies have 
been dashed against their implacable shield walls. 

The bravest and best soldiers served as bodyguards for the 
ancient kings of Nehekhara, Elevation into the ranks of the 
Tomb Guard was perhaps the only way that a warrior not of 
noble-birth could ever hope to enter the royal palaces. The 
Tomb Guard lived in comparative luxury, each having a 
dozen slaves to tend to their wargear so they could keep their 
attentions focused on their sacred duties - the preservation 
of the king’s life and dominion. However, worldly wealth 
was the least reward granted these warriors, for in respect of 
their position, they were honoured with the privilege of 
sharing his immortality Upon their death, or that of their 
lord’s, they were mummified by the Liche Priests and buried 
in dose proximity to their king’s sarcophagus. Just as they 
guarded the palace in life, so now they guard the inner 
sanctum of the necropolis in death. The prospect of sharing 
in the eternal beauty and immortality of their king, and 
serving him tor all time, inspired these soldiers to heroic acts 
of bravery. They would die where they stood rather than 



retreat and charge against the most hopeless odds without 
thought of their own survival. Tame and again this selfless 
heroism would bring victory to the king’s army and earn a 
place in his pyramid for the honoured fallen. 

The Tomb Guard were entombed with their armour and 
weapons. Their bodies were further decorated with gold 
bracelets, headdresses and scarab-shaped brooches that 
fastened parchments proclaiming their deeds of bravery and 
devotion. The Tomb Guard rest, until awakened, in their 
stone sarcophagi, arranged upright around the royal tomb 
chamber ol their king. T lere they stand to attention as palace 
guards until the time comes when they are again needed. If 
intruders violate the tomb, they will awaken and defend their 
slumbering lord. If the king rouses from his death sleep, 
ready to go forth to conquer the lands of the living, they 
arise and form an honour guard at his side. 

Although the Tomb Guard were rewarded with a form of 
mummification, the embalming rituals used were nowhere 
near as elaborate as the ceremonies that the Tomb Kings and 
Tomb Princes underwent. However, the Tomb Guard have 
been reborn with immortal bodies far stronger and more 
resilient than the flesh and blood forms they wore in life. 
Furthermore, Tomb Guard retain more of their former 
personalities than the massed soldiery of skeletal warriors. 
They awaken with memories of heroic deeds, bloody victories 
and the unyielding will to destroy their king’s enemies still 
burning strongly in their minds. Above all they remember 
their duty to protect their Tomb King from harm, and any 
that threaten their charge are slain, cut down without pause. 

As befits warriors of their standing, Tomb Guard were gifted 
with fine suits of leather armour and bronze scale studded 
with jewels and precious metals. They carry lavishly crafted 
shields, inlaid with skulls, bones and other symbols of death. 
In battle, the Tomb Guard wield weapons that have had 
powerful incantations of cursing imbued into them, with 
which they carve through the ranks of their enemy, cutting 
through necks and felling their foes with every blow, 
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'Ibmb Guard 4 3 3 4 4 1 3 1 8 

Tomb Captain 4 3 3441 328 

TROOP TYPE: Infantry. 

SPECIAL RULES: 

Killing Blow, Nehekhanin Undead* 

















CASKETS 

At the heart of each tomb of the mightiest kings there lies a 
casket, inscribed with hieroglyphs of malediction. Within 
this sarcophagus resides the tormented souls of those who 
have incited a Tomb King’s wrath. Powerful binding 
inscriptions ensure that these souls cannot leave their prison 
until the moment when the casket is opened. 

A Casket of Souls is not physically carried into battle, but 
is summoned through the incantations of a Keeper of the 
Casket — a priest of the Mortuary Cult whose sole 
responsibility 7 is the custodianship of this revered object. 

As a Keeper of the Casket intones the proper chants, a 
fountain of skulls bursts from the ground below. These gush 
forth, forming into a mound that spills over revealing the 
Casket of Souls atop a dais of bone, with a nimbus of 
sorcerous energy swirling around its infernal form, and two 
Undead guardians by its side. The power surrounding the 
Casket of Souls is such that nearby Lichc Priests can infuse 
their incantations with a portion of its energy-'. 

When a Casket of Souls is opened, blinding light spills 
across the battlefield as countless souls scream into the air 
seeking freedom from the suffering of their confinement. 
These spirits plunge through the bodies of the Ibmb Kings 1 
enemies, and the hapless victims suffer unbearable agony as 
their life essence is utterly drained. To die thus is far worse 
than a physical death, for very the souls of those who perish 
in this manner become ensnared by the power of the caskeL 
A Casket of Souls is a devastating weapon, for all who look 
upon it risk eternal damnation and imprisonment. 

Only the attendant Keeper knows the incantations that will 
open the casket, and if he is interrupted the souls of the 
damned are instantly sucked back inside. If a Casket of Souls 
is ever destroyed, the tortured souls will escape their confines 
in a raging maelstrom of destruction, feeding on anything 
caught in the magical backlash as they wreak their vengeance. 
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C asket of Souls - - - - 10 3 

Keeper of the Casket 433331328 

Casket Guard 43333 1328 


TROOP TYPE: War Machine. 

Note: The Casket of Souls model, does not have a base - to 
determine its front arc, simply treat the model's square footprint \ 
formed by the dais of bones , as though it were a standard base . 

SPECIAL RULES: Killing Blow (Casket Guard only), 
Nehekharan Undead* 


Light of Death: When the Casket of Souls opens, tortured spirits 
leap from foe to foe, leaving a trail of death in their wake. 


Innate bound spell (power level 5). The Casket of Souls can 
use this spell as long as the Keeper of the C asket model is 
alive, and the Casket of Souls has not moved this turn. Light 
of Death is a direct damage spell with a range of 48". The 



OF SOULS 

target of Light of Death must take a Leadership test on 3D6, 
adding the results together. If the test is passed, nothing 
happens. Otherwise, for each point the unit failed the test by, 
it suffers an automatic Wound with no armour saves allowed, 
distributed as for shooting attacks. 

Once the Leadership test has been resolved, roll a D6: on a 
3 or more, choose another unengaged enemy unit within 6" 
of the initial target - the tortured souls leap to that unit, 
which must also suffer the effects of the Light of Death spell. 
Keep rolling for further victims (each within 6" of the last 
target struck), until the roll is failed or there are no more 
viable targets. A unit can only be the target of Light of Death 
once per Magic phase. 

Covenant of Power : If you have one or more C askets of 
Souls on the table at the start of your Magic phase, you add 
D3 power dice to your pool 

Unleashed Souls: It a Casket of Souls is destroyed, roll a 
D6 for every unit (friend or foe!) within 12" of the Casket 
before it is removed from play. On a roll of 4 + , that unit 
immediately suffers D6 Strength 6 hits, distributed as for 
shooting. These arc magical attacks, and no armour saves 
can be taken against them. After resolving the effects of 
Unleashed Souls, remove the Casket of Souls as normal. 













SCREAMING SKULL CATAPULTS 


The catapults of a Tomb King’s eternal army arc akin to the 
stone throwers of other races, but instead of flinging rocks at 
the foe, they throw volleys of flaming skulls. The Lie he 
Priests cast terrible curses upon every one of these skulls, 
enchanting them so that they scream hideously as they arc 
hurled through the air, rising to a deafening crescendo just 
before they strike their target. These are the very death 
screams of the skulls’ former owners, the wailing shrieks of 
those slaughtered on the field of battle and the agonised cries 
of prisoners captured at the moment of their execution. 

Many battle-hardened warriors are driven to the edge of 
insanity by the blood-curdling sound. This horrific 
ammunition bursts into hellish, ethereal flames when it is 
launched, and as the skulls arc through the air, they blaze an 
eerie trail of green-fire behind them. Most of these skulls 
explode on impact, sending fragments of splintered bone in 
all directions and engulfing those nearby in a wash of 
balefire. Others smash into their target with horrifying force, 
infernal flames spilling out of empty eve sockets as the skulls 
chew through armour and warm flesh alike. 

Every Screaming Skull Catapult is crewed by a trio of 
Skeleton Warriors, They load and fire their war machines 
with silent efficiency, unperturbed by the dreadful sound of 
their ammunition. The artisans of ancient Nehekhara 
wrought Screaming Skull Catapults into the very image of 
destruction. The catapults’ arms were shaped to resemble 
twisted bones, and their cradles were fashioned into vast 
skeletal claws - the so-called hands of death. The chassis of 
the catapults were carved to resemble the skeletal remains of 
a vicious desert predator, and sprouting from their spines are 
great towers of skulls. These are the remains of enemy 
champions, nailed to the mast of the catapult as grisly 
trophies. There they wail in perpetual torment until plucked 
from their fastenings and fired at the enemy Even the 
stoutest heart trembles with fear knowing that such a fate 
awaits them should they fall against the Tomb Kings. 

King Behedesh of Zandri was the inventor of the Screaming 
Skull Catapult and he ordered many to be built during his 
reign. He used these extensively in many wars, and most 
famously to defeat the rulers of Araby who rebelled against 
him. These treacherous kings refused to submit to 
Behedesh’s will, but when their armies were bombarded by 
the skulls of their own comrades, they fled and their cities 
burned. At every battle’s end, the catapult crews scoured the 
battlefield for the bodies of slain foes, decapitating any they 
found and carrying the severed heads back to be cursed by 
Zandri’s Liche Priests. However, such was not the fate for 
the rebel kings. Behedesh decreed that these traitors were to 
be mummified alive and strapped atop his catapults so that 
they could watch the destruction of their cities first hand. 
Even now, many centuries later, some catapults still have 
withered corpses bound to their timbers. Whether these are 
the same renegades that opposed Behedesh, or the remains 
of other tormented souls, has long been forgotten. 
Occasionally, a muffled sound, as faint as the rustling of 
dried parchment, ushers from their cadaverous lips, begging 
for mercy However, the skeleton crews are oblivious to their 
pleas, and even if they were not, they could not be heard 
over the banshee wailing of their ensoreelled ammunition. 
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Screaming Skull Catapult - - -- 73--- 
Skdeton Crew 4 2 2 3 3 1 215 

TROOP TYPE: War M a c h i n e ( S to n e Thro we r). 

SPECIAL RULES: Nehekharan Lndead, 

Screaming Skulls; All shooting attacks made by a 
Screaming Skull Catapult are magical and have the 
Flaming Attacks special rule. 

In addition, any unit that suffers one or more casualties from 
a shooting attack by a Screaming Skull Catapult must take a 
Panic test as ifit had taken 25% casualties. 

UPGRADES: 

Skulls of the Foe: Some Screaming Skull Catapults fire 
the cursed skulls of fallen enemies, making the tormented 
screams of the grisly ammunition all the more terrifying. 

This upgrade adds an additional effect to the catapult’s 
Screaming Skulls. II a target unit takes a Panic test as a 
result of being hit by the Skulls of the Eoc, then they must 
take the test with a -1 penalty to their Leadership. 







CARRION 


Carrion arc giant Undead birds of prey that feast on the 
carcasses of the fallen. Their broad wings, covered in 
feathers as black as midnight, darken the sky and spread the 
shadow ot doom upon those dying in the desert. Carrion can 
smell blood from leagues away, and they are drawn to 
battlefields like moths to flame. Wherever Carrion arc seen 
to fly, death and carnage are surely nearby. 

Carrion resemble the black desert vultures that inhabit the 
plains of Nehekhara, but they are far larger and more 
dangerous creatures. Carrion are repulsive scavengers that 
stand taller than a man and have vast wingspans. They 
have bodies that are decayed and bloated with death. 
Putrefied ropes of muscle hang from their frames as they 
fly with slow, sorrowful strokes of tattered wings. Bones 
poke through the rotten skin of Carrion, and gashes in 
their distended bellies often expose the skeletal contents of 
their last rotting meal. Carrion are bald headed creatures, 
and in life they would push their long necks deep within 
their prey’s bodies, emerging slick with blood and viscera. 
They have razor-sharp beaks used to rip flesh from their 
victims and crack bones for the marrow within. The feet of 
these Undead scavengers arc tipped with viciously hooked 
claws that can rend and tear their prey apart with 
frightening ease. 



Carrion lived in the mountains to the cast of Nehekhara and 
also the deserts to the west. Huge numbers of Carrion also 
nested in the towers and spires of Ndiekhara’s tomb-cities. 
After a great battle, with the slain strewn over the stricken 
field of war, the Carrion descended to feed in flocks so vast 
that they blotted out the light of the sun. According to 
inscriptions, the Carrion were sacred beasts, agents of 
Ualatp, the vulture-headed god of scavengers, who bore the 
spirits of lost warriors to the sky to fight in endless battles 
against the Daemons of darkness. This belief led to the 
Mortuary Cult burying corpses of Carrion in the 
necropolises, entombing many thousands of them within the 
pyramids of the Tomb Kings. At the will of the Liche 
Priests, these revered avian creatures are imbued with 
magical essence and once again take to the skies, their 
horrifying forms spreading fear amongst those who feel the 
chill of their shadow. 

Once awakened from the slumber of death, the Carrion 
never again return to rest within the tombs and vaults of the 
pyramids. Instead, they soar above the lands ot Nehekhara 
as they did in life, never tiring in their search for prey. 

Being primitive beasts, Carrion are driven by the need to 
feed their insatiable appetites, and they will go to great 
lengths to find their next meal. These ugly creatures learnt 
long ago that when armies clash they leave a swathe of 
corpses in their wake, and so when the Tomb Kings go to 
war, they are accompanied by great flocks of Carrion that 
circle high above. 

Carrion will feast on the flesh of anything they can find. 
These scavengers are not fussy eaters and will gorge 
themselves on both freshly slaughtered corpses and cadavers 
that have festered for too long under the baking heat of the 
desert sun. Because of their immense size, Carrion will also 
prey upon the living. When Carrion hunger for live prey, 
they prefer to hunt the wounded and weakened, for in life 
they were notoriously cowardly birds, hesitant to battle foes 
that were able to fight back. When their victims arc isolated 
and outnumbered, however, their ravenous hunger 
overcomes their craven nature and, with a hissing cry, they 
swoop down upon the enemy, eviscerating them with flurried 
swipes of their talons. 
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TROOP TYPE: War Beast, 

SPECIAL RULES: Fly* Nehekhamn Undcad. 



The Cirri™ of the Desert, whose mighty outstretched wings 
darken the sun on the day of slaughter" 

- Climax of an incocation chant of the Liche Priests 
used at the Temple of the Sutt in Khemri. 

















TOMB SWARMS 


The tombs and pyramids of the necropolises are infested 
with the dried husks of scorpions, scarabs and countless 
other poisonous creatures of the desert. Though long dead, 
the mere presence of the Liche Priests and Tomb Kings tills 
their empty shells with animation* and they scuttle from their 
hiding places around the mortuary temples and beneath the 
scorched sands. The Liche Priests have long since gained 
mastery over these creatures, and they can summon them 
forth at will through their magical incantations. Thus, when 
the Tomb Kings’ legions stride to war, they are accompanied 
by a scuttling swarm that spreads across the land in a black 
tide ot crawling bodies* Those foolish enough to stand 
against a Tomb Swarm will drown beneath an unstoppable 
wave of Undead beetles, biting, clawing and bury ing 
themselves into the warmth of living flesh. Victims who gasp 
for air or cry out in fear are quickly silenced as a deluge of 
insects surge down their screaming throats, muffling cries of 
pain as they are devoured from the inside out. 

Tomb Swarms are drawn to the magic animating the 
Undead, but it is to the Liche Priests and Tomb Kings that 
they are most keenly attracted. Not possessing a spirit of 
their own, they arc easily controlled by the implacable will of 
the Tomb Kings. Left to their own devices, they revert to an 
instinctive lurking behaviour, making them ideal guards for 
the pyramids of slumbering Tomb Kings. Trespassers foolish 
enough to dislodge a capstone will find themselves quickly 
overwhelmed by a surging swarm of creatures. They are 
drawn to the warm blood of the living, trying to feed a 
hunger that no amount of flesh can ever sate. A Tomb 
Swarm’s victims, poisoned by hundreds of bites and stings, 
are rapidly consumed as the vicious creatures eat through 
skin, clothing and bone alike. 

There can be no escape from a Tomb Swarm, for the size of 
the creatures is such that they can crawl through the smallest 
of gaps without hindrance. Tomb Swarms can easily travel 
under the shifting sands of Nehekhara’s desert and burrow 
beneath the feet of their unsuspecting prey Without 
warning, a Tomb Swarm can errupt through cracks in the 
ground, flowing over the surface like a flood, dragging their 
victims kicking and screaming beneath the sands with the 
sheer weight of scuttling bodies. 

Of all the dead creatures that make up the bulk of a Tomb 
Sw-arm, two had special significance in ancient Nehekharan 
society* The flesh-eating, skull-carapaced Khepra beetles 
were believed to be messengers of Usirian, god of the 
Underworld, They were his agents in the mortal world, and 
through their eyes would Usirian know the sins of all men* 

It was whispered that those who displeased Usirian were 
punished in death. Forbidden to enter the golden paradise of 
the afterlife, they were instead condemned to the lowest 
depths ot the Netherworld where a hive of Khepra beetles 
would burrow r into their immortal bodies and gnaw on their 
insides tor all eternity. The other creature of importance was 
the black-clawed desert scorpion. The scorpion is the form 
chosen by Sokth, the god of treachery and murderers. 
Ancient Nehekharans believed that the scorpion would not 
sting one of Sokth’s murderous followers, so those accused 
of killing another were pushed into a pit of scorpions. If a 



victim somehow managed to survive his trial by scorpions 
and drag himself out of the pit, then it was taken as sign that 
they were indeed favoured by Sokth and hence guilty of their 
crime — the punishment for which was death by being 
thrown into a pit of snakes. Those who perished died in 
agony as scorpion venom coursed through their veins, but 
they were at least innocent. 


Tomb Swann 
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TROOP TYPE: Swarm. 


SPECIAL RULES: Entombed Beneath the Sands, 
Nehekharan L ndead. Poisoned Attacks* 












NECROPOLIS KNIGHTS 


Necropolis Knights are elite warriors who ride atop giant 
snakc-shapcd statues. They are tethered to their mounts by a 
sharp hook, held firm in one mummified hand as the other 
wields a heavy spear that carves through mortal flesh. Their 
monstrous mounts shatter bones with every swipe of their 
tails and sink scimitar-sized fangs deep into soft flesh. 

Necroserpents were built to guard the entrance ways of the 
Mortuary Cult’s temples. They are vast in stature, and even 
coiled they stand at least twice the height of a man. Though 
the Necroserpents standing sentinel outside some mortuary 
temples depict images of skull-vipers or double-headed 
blood-asps, the vast majority of these statues are created in 
the image of a hooded Khemrian cobra, for Qu’aph, the 
Nehekharan god of Cobras, took this as his corporeal form. 
Qu’aph was said to have preyed on the Dragons that dwelt 
in the Great Land before the coming of Man. The god 
would lie in ambush beneath the surface of the desert before 
lunging towards his prey and sinking his spear-si zed fangs 
into their scaly throats. The venom of the Khemrian cobra is 
so potent that even a single drop is enough to kill a dozen 
warhorses or scores of fully grown men. Those bitten die 
with a rictus grin of agony on their faces as every muscle in 
their body contracts to the point where their own bones and 
teeth snap and break. The fangs of the Necroserpents 
mysteriously drip with this very same poison. 



At the base of every Necroscrpcnt is a pedestal in which 
there is a hollow alcove. Within each rests the sarcophagus 
of a Necropolis Knight. In their lifetimes, these warriors 
served in the sacred ranks of the Tomb Guard. They were 
all loyal soldiers and battle-scarred veterans, however, the 
constant years of violence and slaughter had become so 
deeply ingrained in these warriors’ psyches that their 
blood lust threatened to overcome their famed martial 
discipline. Such soldiers would break ranks without warning 
and could no longer be trusted to stand their ground whilst 
a foe still lived — actions that placed the life of the king in 
mortal jeopardy When faced with the dishonour of exile, 
many committed ritual suicide, but some instead chose an 
agonising death for a chance to serve rheir king again in his 
eternal army. These brave soldiers would slit their palms and 
smear blood onto the belly of one of the giant Necroserpents 
before holding the wound under the venom dripping from 
their fangs. As the poison wracked their bodies, it was 
believed that Qu’aph would judge their souls, and those 
that were found worthy would be reborn in the next life 
as Necropolis Knights — warriors blessed with the skill, 
power and strength of the gods. Upon their death, these elite 
warriors were mummified and buried with their full panoply 
of war beneath the very same statue that they had sacrificed 
themselves before. 

When Necropolis Knights are awakened to serve in the 
Tomb King’s eternal army, the Necroserpents coiled above 
their resting places magically slither to unlife as well* Rider 
and mount are animated by the same warrior spirit, and 
they move as one being, riding to war in perfect ranks of 
terrify ing cavalry. Necroserpents travel beneath the ground 
at a relentless pace, emerging from the depths with sand 
cascading off their forms, warriors standing proudly upon 
their hooded backs with spears lowered, ready to spill the 
blood of their foes. Serpentine bodies weave through the 
battlefield, blades, langs and tails lashing out in all 
directions, leaving a trail of death and woe in their wake. 
There are few who can stand against the charge of a 
Necropolis Knight, for they are incredibly powerful and 
difficult to destroy As mount and rider share the same soul, 
only by destroying both can an opponent truly defeat a 
Necropolis Knight. Few foes are equal to such a task. 
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TROOP TYPE: Monstrous Cavalry, 







SPECIAL RULES: Animated Construct, 

Killing Blow (Riders only), Nehekharan Lind cad. 
Poisoned Attacks (Necroserpents only). 

Stone Hide; Necropolis Knights have a total armour save 
of 3 + . This takes into account the combined effects of 
the mount’s Animated Construct special rule, and the rider’s 
armour and high vantage point. 










SEPULCHRAL STALKERS 


Sepulchral Stalkers were created by the ancient Nehekharans 
to delineate the borders of a king’s realm. Over t he 
centuries, the Sepulchral Stalkers have been swallowed by 
the shitting sands of the desert, and they now lie hidden 
beneath the dunes. Sepulchral Stalkers are statues that have 
the body of a snake and the upper torso of a man. Atop the 
statues 1 curved spines sit inhuman skulls, inside which glow 
eerie, baleful lights. Lying beneath the surface of the desert, 
they wait for intruders to pass by before launching a 
devastating ambush. When the trap is sprung, several 
horrifying, snake-like forms burst from the ground to 
surround their prey; The Sepulchral Stalkers impale their 
foes on ornate staves before they even realise they are under 
attack. However, it is not for the skill with which they wield 
these weapons that Sepulchral Stalkers are so feared, for 
those who gaze into their eyes are turned into pillars of sand, 
standing as still as statues themselves until a gust of wind 
blows them apart and scatters the grains into the desert. 

The incantations required to awaken Sepulchral Stalkers are 
complicated and difficult. First, a Liche Priest must collect 
the remains of a fallen Nehekharan warrior, one whose 
skeletal body is broken beyond all hopes of repair. The Liche 
Priests then walk out into the open desert under a full-moon, 
where they scatter these fragments on tine ground, casting 
powdered bone to the wind as they speak a magical 



incantation. At the ritual's end, they throw t he eyes of a desert 
cockatrice onto the sand, and the offerings sink beneath the 
desert surface. The spirits of the warriors 1 remains are thus 
bound into the stone frame of one of the buried Sepulchral 
Stalkers. They arc imbued with powerful enchantments and 
compelled to patrol the lands against invaders for all eternity'. 

Sepulchral Stalkers can burrow underneath the desert as 
quickly as they can move across its surface. They arc 
instinctive hunters who can sense their prey trudging across 
the ground above, and they can prepare their ambushes 
without ever being seen. Those who are foolish enough to 
face Sepulchral Stalkers are magically transformed into sand. 
Even foes who only catch a momentary glimpse of these 
creatures may find that one of their limbs crumbles in a 
shower of golden grains before their eyes - those that stare 
any longer seal their own doom. Sepulchral Stalkers are said 
to be the desert's vengeance made manifest, and as suddenly 
as an attack begins, it ends. A lucky survivor might just 
wi tness the tip of a tail burrowing back under the dunes as 
the Sepulchral Stalkers leave in search of other prey. 

It is claimed by foolhardy heroes that a Sepulchral Stalker can 
be tricked into staring at its own reflection, for these monsters 
are not immune to the sorcerous enchantments of their own 
stares; rumours abound that they can be defeated with only a 
polished breastplate or a mirrored shield. However, it is 
perhaps safer to attempt to creep up behind a Sepulchral 
Stalker and strike off its head, but even then care must be 
taken not to look at the decapitated beast, tor in death, a 
vestigial hint of arcane power remains in their infernal eyes. 
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TROOP TYPE: Monstrous Beast. 

SPECIAL RULES: Animated Construct, Entombed 
Beneath the Sands, Nehekhuriin Undead. 

Transmogrifying Gaze: This is a shooting attack with the 
following profile: 

Range Strength Special 

8 ir 1 See below. 

A Transmogrifying Gaze is a magical attack, and does not 
require a roll To Hit. Instead, when the unit shoots, roll an 
artillery dice for each Sepulchral Stalker in the unit and add 
the results together. The target suffers a number of automatic 
hits equal to the result. When rolling To Wound with these 
hits, substitute the target’s Toughness with its Initiative value. 
If the target has several Initiative values, always use the 
highest. Targets with no Initiative value are immune to this 
attack. No armour saves are allowed against a 
Transmogrifying Gaze, Finally, for each Misfire result 
rolled, the Sepulchral Stalkers suffer D3 automatic Wounds 
with no armour saves allowed, as they catch glimpses of their 
own reflection in their foe's sword blades or polished shields. 










USHABTI 


Carved into the likenesses of the gods and goddesses of 
Nehekhara, Ushabti stand as guardian statues around the 
perimeters of the necropolises and within the passageways 
ot the great pyramids of the Tomb Kings. Ushabti arc 
imposing monuments, and all who pass through their 
shadows tremble. In times of need, the Liche Priests awaken 
the Ushabti with powerful incantations, and with the sound 
of cracking stone, the Ushabti step down from their plinths 
and daises, silent and ready for war. In ancient times, the 
living warriors of Nehekhara took great strength from the 
fact that the Ushabti fought alongside them, for who could 
fail to be inspired by the physical representations of their 
gods marching into battle at their sides? 


the most common statues depict the image of Djaf, the 
jackal-headed god of war and the dead, and Phakth, the 
hawk-faced deity of the sky whose piercing gaze is said to be 
able to see the sins of the deceased. Sculpted from stone, 
marble and even jade, this magnificent statuary is decorated 
with filigreed gold and dazzling polished jewels. 

The rituals needed to animate these towering god-statues are 
far more difficult and complex than those needed to awaken 
the legions of Skeleton Warriors. As a result, Ushabti are far 
more resilient than the skeletal warriors of the Tomb Kings 
eternal army, and their warrior-spirits are bound with far 
more powerful magic. 


It was the ancient Nehekharans* belief that their gods and 
goddesses dwelt in the Great Land before the birth of Man. 
It is said that the span of the deities 1 lives numbered in the 
thousands of years . After this golden era, when gods walked 
as men, they became invisible spirits, able to take on any 
form they desired. Thus it was that Asaph, the beautiful 
goddess of vengeance and magic, chose the form of the asp, 
while others chose the crocodile, the lion, the vulture or 
some other fearsome animal of the desert. Most depictions 
ot the gods in this grand pantheon show them in these 
powerful forms, and their visages are commonly carved as 
guardian Ushabti in the necropolises of Nehekhara. Some of 



In the ancient language of Nehekhara, the name Ushabti 
translates literally as ‘chosen of the godsb Indeed, the 
divinities do not consent to any mere mortal inhabiting 
statues made in their image. Only the most powerful souls, 
those of particularly brave warriors and heroic champions, 
are judged worthy enough to animate an Ushabti J s sculpted 
form. Thus, Ushabti are possessed by the souls of 
Nehekhara 1 s mightiest heroes. Ushabti stride through the 
battlefield like gods of war, infused with the temperament 
and strength of their form’s pantheon deity. Their statuesque 
bodies can withstand enormous damage, and they are 
incredibly strong. With a single hand, an Ushabti is capable 
of crushing an enemy’s steel helmet, and its contents, with 
contemptuous ease. 

Ushabti wield huge ritualistic weapons, from large-bladed 
staves that would take the combined strength of three mortal 
men to lift, to great bows that fire arrows the size of spears. 
These might}' weapons are as elaborately crafted and 
decorated as the Ushabti who brandish them, their gilded 
surfaces engraved by a dozen sculptors with intricate 
patterns and hieroglyphs. In battle, Ushabti wield their 
massive weapons effortlessly Every sweeping arc of their 
blades cutting a bloody swathe through their foes and every 
arrow fired punching through their targets in an explosion of 
bone and gore. 
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TROOP TYPE; Monstrous Infantry 


SPECIAL RULES: Animated Construct, 

Arrows of Asaph, Ncheklmran Undead« 

EQUIPMENT 

Great Bows: The spear-sized arrows fired from these mighty 
bows can punch through an armoured knight with ease, and 
inflict grievous wounds on even the toughest foes. 

Great bows are missile weapons with the following profile: 


Range 





Strength 

6 


Special 

Volley Fire. 










TOMB SCORPIONS 


Tomb Scorpions are powerful creations of the Mortuary 
Cult, formed from a combination of stone, metal, lacquered 
wood and fused bone. Burrowing beneath the surface ot the 
desert, they attack suddenly and without warning, exploding 
into the fray in a shower of sand. They are lethal foes, tor a 
Tomb Scorpion’s tail carries a potent sting that can 
incapacitate the largest foes, and they have powerful pincers 
that can slice a man in half. As they scuttle forward on eight 
segmented legs, they hack apart anything in their path. 

Tomb Scorpions are carved and moulded into the 
representations of the giant, mythical scorpions that are said 
to guard the entrance to the Nehekharan Underworld, 

These fabled creatures are said to protect the Realm of Souls 
from the predations of dark Daemons who wish to feed upon 
the spirits of dead kings. 

Tomb Scorpions also serve as sarcophagi, lor the shell of 
each construct is formed around the cadaverous body of an 
ancient Lichc Priest, Although Liche Priests are unable to 
die a natural death, many have perished through wounds 
sustained in battle. Those that fall arc embalmed and 
interred within a Tomb Scorpion. Canopic jars containing 
their vital organs, or what withered remains are left of them, 
arc embedded within the scorpion-tombs in a ritualistic 
pattern that symbolises death. However, some remnant of a 
Lichc Priest’s spirit always remains trapped within their 
mummified corpses. Through incantations, these embers are 
rekindled, infusing the inanimate shells of the Tomb 
Scorpions with power. This magical source also provides 
Tomb Scorpions with a degree of protection against the 
spells of enemy wizards, whose sorcerous bolts of energy 
unravel and fade as they are absorbed harmlessly by the 
Undead constructs’ carapaces. 

Each scorpion-shaped sarcophagus is inscribed with 
hieroglyphs of preservation, and a ceremony of awakening 
is spoken by a Liche Priest to animate to them. 11 the ritual 
has been performed correctly, the Tomb Scorpion will 
become infused with the residual power of the corpse 
within it. This ritual is exceptionally complex and lasts from 
moonrise until the first rays of dawn. The slightest mistake 
or mispronunciation can have dire consequences; a swarm of 
Undead scorpions may burst out of the desert and sting the 
Liche Priest to death, or desert spirits may turn the wizard's 
body inside out and feast on his withered remains. At the 
very least the ritual will fail and must be recited from the 
very beginning. Occasionally, despite every syllable being 
uttered correctly, some of these ancient ones no longer 
respond to the incantations of awakening. That these 
constructs are truly dead is doubtful, as a spark of power 
can still be felt radiating from their carapaces. Rather, it is 
thought that by binding their souls to the mortal plane, the 
Liche Priests cheated the god of the Underworld out of his 
rightful due. Thus it is thought that this jealous deity is not 
always willing to give up his long awaited prizes by allowing 
the spirits of Liche Priests to leave the Realm of Souls, 


When the Tomb Kings go to war, the Liche Priests send out 
their magical call and summon the Tomb Scorpions into 
wakefulness. Those Tomb Scorpions that respond to the 



incantations will travel for leagues beneath the ground before 
clawing their way to the surface and falling upon their 
enemies w r ith razor-sharp claws and stinging tails. It is a 
truly terrifying sight to behold the sands parting to reveal 
the monstrous form of a Tomb Scorpion, and very often, the 
last thing their enemies will ever witness. 
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TROOP TYPE: Monstrous Beast. 

SPECIAL RULES: Animated Construct, Entombed 
Beneath the Sands, Killing Blow 1 , Magic Resistance (1 ), 
Nehekharan Undead, Poisoned Attacks. 



Beware the guardufis of the Underworld who stalk among us!" 

- Inscription carved into a Tomb Scorpion ofNumas. 
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KHEMRIAN WARSPHINX 


Khemrian Warsphinxes arc giant leonine statues that wade 
through the ranks of their foes, crushing them underfoot as 
if they were nothing more than bothersome insects. They arc 
almost impervious to harm, and their stone-hard hides 
protect them from all but the truest strikes; anything less 
than a direct hit from a war machine is likely to glance 
harmlessly away Atop each Khemrian Warsphinx is an 
ornate howdah in which several Tomb Guard ride. These 
elite warriors direct their mount’s actions as if it were an 
extension of their own mummified bodies, laying into the 
foes below with great, double-handed spears, 

Warsphinxes were first constructed in Khernri to guard the 
cntranceways to the kings 1 inner sanctums. Over time, the 
rulers of other cities demanded similar guardians, and before 
long Warsphinxes stood sentry within every burial pyramid. 
Here, inside the vast amphitheatre chambers, they are said to 
roam, preying on intruders whilst the king slumbers. Some 
kings even had a Warsphinx constructed to stand watch over 
their own sacred sarcophagi, and these were especially lavish 
and ornate. Upon awakening, a Tomb King would ride his 
royal Warsphinx into battle, leading his army out of the 
burial chambers and into the blinding light of day. 

As with any Nehekharan sculpture, no two Khemrian 
Warsphinxes are quite alike. The Necrotects were always 


looking to build grander and more impressive creations than 
those of their predecessors. Some Warsphinxes have scorpion 
tails filled with potent venom, whilst others breathe fire, 
immolating their foes in blazing conflagrations. It is rare 
indeed for a new Khemrian Warsphinx to be constructed, 
and most of those that are seen prowling alongside the Tomb 
Kings’ armies have existed for thousands of years. If one of 
these giant constructs is somehow destroyed in battle, its 
sacred pieces are gathered up by skeletal work gangs and 
dragged back to the cities of Nchekhara to be restored and 
re sculpted by the Necrotects of the necropolises. 

Khemrian Warsphinxes are terrifying foes to face, and 
enemies that do not flee before them are swatted aside by 
stone claws or torn apart by hinged jaws. However, this is just 
a fraction of their full destructive power. When a Khemrian 
Warsphinx rears up above its prey, those lurking in its 
shadow are doomed. As the leonine monster crashes down, it 
smashes its boulder-sized limbs into the ground with 
appalling force. The resultant shockwave knocks foes off 
their feet, pulping organs and splintering bones. Those that 
survive this earth-shattering impact find themselves in a 
crater of broken, twisted bodies. However, there can be no 
hope for anything caught directly underneath the point of 
impact. All that remains of these crushed unfortunates is a 
fine, red mist that spray’s over the victim’s stunned comrades. 











Khemrian Warsphinx 
Tomb Guard Crew 
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TROOP TYPEi Monster, 

SPECIAL RULES; Animated Construct, Killing Blow 
(Tomb Guard Crew only), Large Target, Nchckharan 
Undead, Terror, 

Thundererush Attack: After its crew have attacked, a 
Khemrian Warsphinx may exchange all of its Attacks to 
make a single Thundererush Attack (though it can still 
Thunderstomp). Roll To Hit against the highest Weapon 
Skill amongst the enemy models in base contact. If this 
Attack hits, place the small template anywhere so that it is 
touching the Khemrian Warsphinx's base. Any infantry, war 
beasts or swarm models that lie underneath the template 
(friend or foe!) suffer a single Strength 3 hit. The model 
under the template's central hole instead suffers a single 
Strength 9 hit with the Multiple Wounds (D3) special rule. 
Other troop types underneath the template are too big to be 
crushed, and don't suffer any hits, 

Htmdah Crew: Unless the Khemrian Warsphinx is taken 
as a mount for a character, it is ridden by four Tomb Guard 
Crew. Like a chariot, the monster and its howdah crew have 
their own characteristics, but are treated as a single model. 

When moving, the model always uses the Movement 
c haracteristic of the Khemrian Warsphinx. The Khemrian 
Warsphinx and Tomb Guard crew use their own Weapon 
Skill, Strength, Initiative and Attacks characteristics when 
they attack. Each can attack any opponent that the model is 
in base contact with. 

All hits upon the Khemrian Warsphinx are resolved using 
the monster’s Toughness and Wounds, and use its save. In 
combat, enemy models attacking the Khemrian Warsphinx 
roll against the monster’s Weapon Skill when rolling To Hit. 

Apart from these exceptions, a Khemrian Warsphinx is 
treated as a monster in all respects, as described in the 
Warhammer rulebook. A Khemrian Warsphinx can be taken 
as a ridden monster for a Tomb King or a Tomb I Vince who 
will replace all the Tomb Guard Crew* In this case, shooting 
attacks against it will hit the monster on the D6 roll of 1-4, 
and the character on a roll of 5 + , as normal. 

UPGRADES: 

Envenomed Sting: Many statues have a scorpion’s sting, 
dripping with a virulent poison that can boil a victim’s blood* 




THE CRIMSON 
KING 

Imrathepis, the Crimson King of Numas, was an aggressive and 
brilliant general. His stalwart legions were easily recognised by their 
blood-red banners and shields, and Imrathepis himself rode to war 
atop a magnificent Khemrian Warsphinx whose flanks were deep 
scarlet In his mortal lifetime. King Imrathepis fought beside 
Alcadizaar the Conqueror, and he was one of the great ruler's chief 
lieutenants. The Crimson King was present during many pivotal 
battles, including the of subjugation ofKa-Sabar, the pacification 
of the Black Boar Ore tribes and the sacking of cursed Lahmia, 
where Imrathepis bestedseveral VEimp/res in personal combat. 



In undeath. King Imrathepis 1 thirst for battle was no longer 
tempered by the wisdom of Alcadizaar. Upon awakening from his 
sacred sarcophagus, the Crimson King immediately set about 
reclaiming the lands he had conquered in centuries past. Imrathepis 
andhts legions swept north through the Badlands like a hurricane 
of blood. From atop the armouredplatform of his Khemrian 
Warsphinx, the Crimson King slew scores ofgreenskin socages. 
Imrathepis would lead every charge from the front, driving hh 
curbed, golden-edged blade deep into the flesh of his enemies as his 
Khemrian Warsphim, dripping with the blood of the slaughtered, 
waded through the hordes of Ores and pulped their bodies 
underfoot The impetuous king then drooe his Undead legions 
eastwards into the Mountains of Mourn, forging through the wind¬ 
swept passes in search of more foes to vanquish. 

King Imrathepis’ arrogance was to be his undoing, and he 
was finally defeated by the Ogres of the Thunderhaof Tribe. 
Imrathepis mistakenly believed the Ogres to be nothing more 
than simple brutes. The Crimson King was therefore completely 
unprepared when the Ogres ambushed the Undead by unleashing 
a herd of stampeding Bhinoxes within the narrow confines of 
Daggertooth Valley, The skeletal warriors of the Crimson King’s 
legions were crushed to powdered bone by the great cave beasts, 
and only Imrathepis, standing atop his carmine Warsphinx, 
survived. Though his mount had been buffeted and its stone 
body was cracked, the great Khemrian Warsphinx did not yield. 
Alas f Imrathepis was now alone and surrounded by the entire 
Ogre tribe * Howling a curse t the Crimson King and his battered 
mount drove on regardless, smiting a score of Ogres before 
finally succumbing to the hammer-blows of the tribe’s Ironguts, 
After the battle t the Ogre s Tyrant, Folgut the Corpulent, 
snapped the Tomb Kings leg off and fashioned it into a 
toothpick before returning to his mountain lair. 



All Attacks made by a model with this upgrade have the 
Poisoned Attacks special rule. This does not affect the 
Attacks made by the crew, mounted characters (if any 
are present), Thundererush Attacks or Thunderstomps. 

Fiery Roar: A Khemrian Warsphinx’s ferocious roar is born 
from the heat of a thousand funeral pyres* 


A Khemrian Warsphinx with this upgrade has a Strength 4 
Breath Weapon with the Flaming Attacks special rule* 



However, the royal line of King Imrathepis did not end there, and 
Prince Rakaph til, dynastic heir to the Crimson King, set off from 
Numas a mere decade later to enact his father's revenge. Rakaph HI 
led notone, but a dozen Khemrian Warsphinxes into the Mountains 
of Mourn to destroy the Thunderhoof Ogres, The hulking leonine 
statues trekked to the summit of Cragg Rock, which overlooked the 
Ogres lair, before battering their stone limbs into the mountainside, 

, causing a titanic avalanche that buried the entire Thunderhoof Tribe 
A beneath several thousand tons of rock and ice * 
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NECROSPHINX 


Necrosphinxes are nightmarish beasts of destruction that 
glide through the air in bounding leaps before falling 
amongst their terrified prey, scything down the living as 
mortals reap the wheat of the field. None can stand against 
such terrifying beings, and only when all before them have 
been butchered will they stop. 

A Necnosphinx is a bizarre and horrifying statue - a strange 
amalgamation of the mythical beasts that are said to inhabit 
the Nchckharan Underworld, maintaining order amongst the 
honoured dead. A Necrosphinx has a torso and face of a man, 
and is armed with gigantic, scything blades that can sever the 
neck of a Dragon in a single slice. Many also have a scorpion- 
like tail, better enabling them to stand sentry against the 
predations of evil. Finally, sprouting from the statue’s back arc 
a pair of ornate wings which mimic those of the falcons that 
circle the highest levels of the Underworld, keeping watch so 
that the souls of the damned may not escape. It was believed 
that by combining all these forms the ancient Nehekharans 
were creating the ultimate warrior, one that possessed the 
strength to destroy all their enemies. I lowever, many of the 
Mortuary Cult’s Liche Priests believed these sculptures to be 
an abomination, whose presence would curse the land, for 
surely such beasts had no right to exist on the mortal plane. 
Following a century of plague and famine, the superstitious 
kings of Nehekhara agreed that the Necrosphinxes were to 



blame, but none dared destroy them in case it angered the 
gods of the Underworld. Instead, vast pits were dug in the 
desert in which the Necrosphinxes were buried and all but 
forgotten with the passage of time. 

A Necrosphinx did not see the light of day again until 
millennia later, when a mighty Ore Waaagh! swept down 
from the Badlands into Nehekhara. The greenskin horde 
attacked with a score of monstrous Wyverns at their head, 
destroying everything in their path. As the Waaagh! pushed 
towards Khemri, Settra himself ordered the Mortuary Cult to 
reawaken the ancient Necrosphinxes. More fearful of Settra 1 s 
wrath than anything else, the cowering Liche Priests obeyed 
and began a week-long magical ceremony. Upon the ritual’s 
completion, a deep rumble reverberated throughout the 
desert. Moments later, fountains of bone-dry earth exploded 
from the ground as a dozen Necrosphinxes broke the surface. 
Without pause, the stone monsters pounced upon the 
greenskins, slaughtering the savages with every sweep of their 
massive claws. Not even the mighty Wyverns could halt their 
murderous rampage, for the nightmarish statues cut through 
the greenskin s monsters 1 thick, scaly necks with single 
strokes of their razor sharp pincers. All Necrosphinxes have 
since been reclaimed trom the desert sands to stand proudly 
in the sun once more, forming an important part of the Tomb 
King’s eternal army, and wherever they travel they spread 
death and destruction. 

The Liche Priests do not think that a Necrosphinx is 
animated by the soul of a valiant w arrior like the other war- 
statues that walk beside the Tomb King’s skeletal legions. 
Instead, they believe that the sinister gods, Pha’a and 
Usekph, breathed life into these horrifying creations. These 
malevolent deities are said to dwell within mighty tombs 
beneath the sands, buried by the other gods tor their 
destructive ways. If the Liche Priests are right, then the 
mysterious gods have finally found a means by which to vent 
their fury upon the world. Whatever the truth, deep within 
every Necrosphinx is the burning need to destroy and the 
incantations of servitude laid upon them arc the only things 
that keep them from turning upon their creators and tearing 
Nehekhara asunder. 
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Necrosphinx 64 0 585158 

TROOP TYPE: Monster. 

SPECIAL RULES: Animated Construct, Fly, Killing 
Blow, Large Target, Nehekharan Undead, Terror. 

Decapitating Strike: Before rolling To I lit, nominate one of 
the Necrosphinx 1 s Attacks to be made with the Decapitating 
Strike ability, and roll it separately. This special Attack strikes 
at Strength 10 and has the Heroic Killing Blow special rule. 

UPGRADES: 

A Necrosphinx may take the Envenomed Sting upgrade, 
which works exactly as described on page 49. 




NECROLITH COLOSSUS 


Towering over the Tomb King’s skeletal legions, mighty 
statues of venerated heroes and ancient kings stride to battle. 
These stone giants are the Necrolith Colossi, and none can 
stand against them. 

In ancient times, before the rise of Settra and the founding 
of the Mortuary Cult, many were the legends of beings of 
immense stature that walked the land According to half- 
forgotten inscriptions, these giant warriors were left by 
Nehekhara’s gods to stand watch over the lands, immortal 
sentinels who would guard their realms against evil 
Daemons. So it is thought that the most ancient of the 
Necrolith Colossi were created by the gods themselves. 
However, the ancient Nehekhara ns constructed countless 
more - hewing their forms from mighty pillars of rock and 
carving them directly into the faces of cliffs and pyramids. 
Every necropolis in Nehekhara is now watched over by at 
least one of these imposing figures. Outside the ancient cities, 
Necrolith Colossi stand as motionless sentries, guarding 
important valley entrances and gateways from rampaging 
monsters and enemy war bands for aeons at a time. 

Made to resemble immense heroes of old, Necrolith Colossi 
stand noble and proud. Their forms are covered in skulls, 
bones and mortuary ornamentation. Indeed, such was 
Nehekhara’* obsession with death and immortality that some 




It was not just the elite soldiery of Nehekhara '$ legions 

I that achieved great status in ancient times. The names of 
countless war-statues are recorded on the surfaces of 
tombs and sarcophagi as well. 

The Bone Giants of Bhagar were such creations, 
magnificent Necrolith Colossi whose bodies and limbs 
were carved from a white marble said to 6e 
indistinguishable from aefua/ bone. Time and again the 
Bone Giants strode out to battle, and not even the bravest 
heroes could stand against these skull-faced giants of 
death. The Alabaster Army ofQuatar was perhaps even 
more feared, for their ivory ranks crushed whole armies 
underfoot. These towering Ushabti fought like the gods 
they portrayed, and they would return after a battle won to 
stand once more in the alcoves of the White Palace , their 
flanks still slick with the blood of the slain. 

The Emerald Sentinels of Lyboras, the Golden Warsphini 
of King A.nuhekh, the Skull Guardian of the Charnel 
Valley, the list of legendary constructs goes on. However 
all these Statues are said to be eclipsed by the size and 
majesty of the Hieroscorpion ofKhemri, whose titanic 
form, as large as a burial pyramid, was forged from jet 
obsidian and blood-cooled bronze. This gargantuan 
creation prowls the deserts to this day, preying on any 
who dare trespass into the Land of the Dead . 




Colossi have even been carved to resemble giant skeletons. 
Breastplates, vambraces and sometimes great crested helmets 
were hammered onto the stone bodies of these constructs, 
each lavishly decorated and engraved. 

As the skill of the priesthood grew, they turned their talents 
towards binding the souls of Nehekhara’* foremost warriors 
into these vast statues, for who could face such a creation in 
battle? I he incantations of summoning required were long 
and arduous, demanding the combined power of a score of 
Liche Priests, Such is the magic instilled into Necrolith 
Colossi that once spirits arc bound within their mighty 
frames, they will never again need the incantations of Liche 
Priests to prompt them into wakefulness. Necrolith Colossi 
will react immediately to the presence of unwelcome strangers 
and move to strike them down. Stirring from their vigil, they 
shake loose the sand and dust that has settled on their 
immense forms and stride relentlessly towards the intruders. 

A Necrolith Colossus is armed with traditional weapons and 
armour, only on a massive scale, carrying vast bows or giant 
swords that stand taller than a Troll. A Necrolith Colossus is 
a supremely powerful foe, and its weapons can carve through 
an armoured knight and his barded steed in a single stroke. 
In battle, Necrolith Colossi are terrify ing to behold. The 
desert itself trembles at their passing, the impacts of their 
heavy footfalls sounding a mighty drumbeat that heralds 
impending doom. They are nigh impossible to stop, 
crushing foes beneath their feet and sending dead and 
broken bodies flying in all directions. 


Necrolith Colossus 
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TROOP TYPE: Monster, 

SPECIAL RULES: Animated Construct, Arrows of 
Asaph* Large Target, Nehekhttran UncJead, Terror* 

Unstoppable Assault: In the turn in which a Necrolith 
Colossus charges, every unsaved Wound that it inflicts in 
close combat immediately allows it to make an additional 
Attack. Note that these additional Attacks also benefit from 
the Unstoppable Assault rule, but Th under's to mps do not. 

EQUIPMENT 

Bow of the Desert: Only the Necrolith Colossi can wield 
these massive bows, which fire enormous arrows that rip 
through the ranks of the enemy. 

A bow of the desert is a Bolt Thrower with the profile show n 
below. The Attack can be made even if the Necrolith 
Colossus moves. 

Range Strength Special 

48" 6 Multiple Wounds (D3). 

Armour saves arc not permitted against Wounds caused by 
a bow of the desert. 

















HIEROTITANS 

A Hierotitan is a gigantic animated statue whose face is 
carved in the likeness of one of the Nehekharan deities of 
death, These idols radiate a sinister aura of magic, and it is 
said that those who stand within their shadow can hear the 
cruel laughter of ancient gods. 


Hierotitan 
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TROOP TYPE: Monster. 


Hierotitans were constructed to stand within the uppermost 
chambers of the Tomb Kings' burial pyramids. It was 
believed that they would act as spirit guides for the souls of 
deceased kings, responsible for ushering the eternal sprits of 
monarchs between the mortal world and the Realm of Souls. 



No expense was spared in sculpting a Hierotitan, a towering 
effigy whose form was lavished with gold and gems. In one 
hand, a HieroUtan carries an elaborate staff, which bears the 
hieroglyph of the sun god and lights the Hierotitan's path as 
it walks in the abyss that separates the mortal world from the 
Realm of Souls. This light wards away the evil spirits that 
dwell in the dark, Daemons who would otherwise prey on 
the souls of those wandering the void. The I lierotitans other 
hand grasps a giant pair of scales. According to legends, it is 
upon these scales that the king's soul is judged by the god of 
the Underworld to see it it is worthy enough to enter the 
realm ot the honoured dead, or whether it is to be cast into 
the fiery pits of the Netherworld. Roth these items are 
wrought with powerful incantations, for the fate of the king's 
eternal spirit depends upon them. In battle, the Hierotitan 
can infuse his staff with the light of the sun god, causing 
those caught in the dazzling rays to burst into flames. 
Likewise, the Hierotitan can unleash the power contained 
within its foreboding scales, and ethereal claws will stretch 
out and rip their foes' souls from their bodies. 

Interred within the chest of a Hicrotitan is the mummified 
body of an ancient priest. These w T crc the high priests of the 
Mortuary Cult that lived and died as mortal men, before the 
time when their knowledge w as such that they could walk 
the lands of Nehekhara for all time. In their lifetime, these 
priests studied the art of communion w ith the gods. Thus, as 
they served their king in life, so their soul would continue to 
serve him in death. It is the magically attuned spirit of the 
deceased priest that allows the Hierotitan to walk in two 
worlds at once, acting as a conduit between the two realms. 

To a Hierotitan, the world appears as a dream. Their very 
presence on the battlefield creates a direct link between the 
mortal world and the Realm of Souls through which the 
gods hear the rituals of the Liche Priests. When a Hierotitan 
strides across the land, the incantations of the Mortuary Cult 
arc leant great power. Entire regiments of enemy soldiers are 
dragged beneath the sands at the uttering of the simplest 
incantation, and a single syllable read from a magical scroll 
can summon a vast plague of desert locusts that envelops 
and consumes their foes. 


SPECIAL RULES: Animated Construct* Large Target, 
Nehekharan LIndcad, Terror, 


Spirit Conduit: Hierotitans act as magical loci for the army's 
Liche Priests, While a friendly Nehekharan Undead Wizard is 
within 12" ot one or more Hierotitans adds +D3 to the casting 
result of each spell he attempts to cast ( roll for the bonus each time). 

EQUIPMENT: 

Icon of Ptra: An Icon of Ptra is said to illuminate the path to 
the Realm of Souls with the sun god's own light. 

Bound Spell (power level 3). An Icon of Ptra contains the 
spell Shem r Burning Gaze (see the Lore of Light). 

Scales of Lsirian: The souls oj those who gaze upon the Scales 
of Usirian are judged by the god of the Underworld\ and those 
that are found unworthy are condemned to oblivion. 


Bound Spell (power level 4) + The Scales of Usirian contain 
the spell Spirit Leech (see the Lore of Death). 


THE CRATER OF THE 
WAKING DEAD 

Such was the rivalry between King Imanotep of Mahrak and 
King Ushtep ofRasetra that they drove their Undead legions 
across the desert to end a feud that mortal death had not settled. 

The two armies clashed in a giant crater situated between the two 
cities, and the mummified rulers met in personal combat beside a 
half-buried Hierotitan. The Tomb Kings duded for hour$, but 
their immortal bodies never grew weary and the thrill of battle 
soon ebbed to be replaced with a joyless bitterness. In 
frustration, the warring Tomb Kings tented their anger upon the 
gods, blaming them for their cursed existence and uttering a 
string of insults. These words did not go by unheard, for the 
Hierotitan in whose shadow the monarchs were fighting was 
literally a condu it between the mortal plane and the Realm of 
Souls. The deities heard the profanities as dearly as if they had 
been uttered to their faces, and their anger was great 

The gods cursed the rival Tomb Kings to wage an endless war. 
Countless thousands of skeletal warriors now battle across the 
vast crater, chariots smashing into each other and crushing their 
foes into the dust. However ; the crater is saturated with magical 
energy, and the instant a Skeleton is cut down its broken bones 
mend anew and the warrior staggers to its feet, ready to continue 
the fight. The battle has now raged for over three millennia^ and in 
the centre of the crater are the two ancient kings - locked in a 
perpetual dud. It is said that a hundred Hierotitans now line the 
crater 1 s edge and the gods them selves watch the eternal war 
unfold through their eyes « 
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SETTRA THE IMPERISHABLE 


THE GREAT KING 


Settra the Imperishable is the King of all Tomb Kings, He is 
a ruthless leader whose thirst for conquest knows no bounds, 
Settra's power is far greater than any other Tomb King, and 
his unyielding will is such that he never needs to return to 
his sarcophagus to rest. Instead, he chooses to remain awake, 
the ruler of a devastated land. The immortality he lusted 
after in life is now his, and the civilisations that flourished in 
his absence feel his wrath, 

Settra rides to war upon his magical chariot, the Crown of 
Nehekhara resting majestically upon his head as a symbol of 
his might Settra is a bloodthirsty' and skilled warrior, and he 
drives his enemies before him without pity, scything through 
the ranks of mortals with every sweep of his blessed blade. 

Settra alone among the Tomb Kings knows the secrets of the 
Lie he Priests. He understands their language, but to his 
eternal Lustration, Settra lias never been able to fully master 
their magical arts. Though he has not forgiven the Mortuary 
Cult for their lies, Settra still has need of their abilities to 
summon forth his vassal kings and maintain his realm. 
However, it is a foolish Liche Priest who thinks he can wield 
power over the King of Klicmri. Any that invite Settra’s 
wrath, Liche Priest or otherwise, are torn limb from It mb. 


OF NEHEKHARA 
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Settra the Imperishable 4 73 65 43 J 1.0 

Chariot of the Gods - -- 5 5 5 --- 

Skeletal Steed 82-3--21- 

TROOP TYPE: 

Infantry (Special Character; Tomb King & Liche Priest), 

MAGIC: Settra the Imperishable is a Level 1 Wizard. I Ie 
uses spells from the Lore of Nehekhara, 

SPECIAL RULES: The Curse (see page 30), 

Flammable, My Will Be Done (see page 30), 

Nehckharan Undead. 

Settra the Great: If you take Settra the Imperishable, he 
must be your army ’s General. Settra’s Inspiring Presence has 
a range of 1ft 11 . 

MAGIC ITEMS: 

The Crown of Nehekhara: Incorporating several crowns into 
one, this regal headdress allows Settra to instil his unyielding will 
into all those nearby. 



Enchanted Item, Settra the Imperishable’s My Will Be 
Done special rule affects all friendly Nehckharan Undead 
units within 6" of him, not just the unit he has joined. 

The Chariot of the Gods: This mighty chariot carries with it 
the blessings of all the gods and goddesses of Nehekhara, and its 
wheels blaze with mystical flame. 

Enchanted Item. Settra rides a scythed chariot drawn by 
four skeletal steeds. Its profile can be found above. Impact 
Hits from the Chariot of the Gods are magical attacks that 
have t he Flaming Attacks special rule. The Chariot of the 
Gods has an armour save of 4+. 

The Scarab Brooch of Usirian: Made in the image of a 
skull-carapaced khepra beetle ,, this talisman surrounds the wearer 
with the protective energies of Usirian , god of the Underworld, 

Talisman. The Scarab Brooch of Usirian grants Settra the 
Imperishable and the Chariot of the Gods a 4+ ward save 
and the Magic Resistance (1) special rule. 

The Blessed Blade of Ptra: This revered weapon has been 
blessed by the sun god,\ Ptra. The blade's white-hot edge , infused 
with the heat of the desert sun f sets the air itself ablaze, and glows 
so brightly that it blinds Settra s foes. 

Magic Weapon. Hits from the Blessed Blade of Ptra have 
the Flaming Attacks special rule. Armour saves cannot be 
taken against Wounds caused by this weapon. In addition, 
a character or monster that suffers one or more unsaved 
Wounds from the Blessed Blade of Ptra suffers -1 to its 
rolls To Hit (both shooting and close combat) for the 
remainder of the game. 














THE HERALD NEKAPH 

EMISSABY OF SETTRA 


Nekaph is Settra’s chosen herald, his personal champion and 
most trusted servant, loyal unto death and beyond into the 
next life. When Settra left the mortal realm, Nekaph was the 
first to commit suicide, and his body was entombed beside 
his lord. When Settra the Imperishable awoke from his 
centuries of slumber, Nekaph’s mummified form was already- 
standing by prepared to fulfil his king’s indomitable will and 
smite his enemies once more. 

The Herald Nekaph was not born of noble birth. Indeed it 
was whispered that he was not even born of Nehekharan 
blood and that his parents were from the uncivilised tribes to 
the north of the Great Land. Tims, as Nekaph grew into a 
man and joined the legions of Khe turfs army, he was 
considered by all to be little more than an uncouth barbarian. 
Despite his heritage, however, Nekaph’s strength, feats of 
skill and unswerving loyalty to his king were unsurpassed* 
Nekaph distinguished himself in battle time and again, and 
before his eighteenth year he was inducted into the 
prestigious ranks of the elite Tomb Guard. Within two years, 
Nekaph had risen to command Settra's royal guard, and 
soon after he was appointed as his personal herald, for there 
was no more incorruptible a warrior in all of Nehekhara* As 
a mark of Settra’s trusr in his chosen champion, Nekaph was 
gifted the Flail of Skulls - an unmistakable symbol of 
Settra’s power and a weapon that the ruler of Khemri himself 
once wielded on the field of battle. 



Nekaph was a formidable man in life, renowned for his 
power fill physique and uncompromising sense of duty. Even 
unarmed, Nekaph was deadly, and he could cave in the 
skulls of his opponents with a single blow of his fist. 
Though he slew many enemies at the behest of Settra, it was 
only when he fought duels on behalf of his king that the 
Herald Nekaph*s true warrior potential was reached, for he 
would fight all the harder knowing that the honour of his 
lord was at stake - something far more important than his 
own life, Nekaph would deflect the blows of his opponent 
with consummate skill before delivering a fatal blow of his 
own. Nekaph was not only a mighty warrior, he was also 
possessed of a great intelligence. This is an essential quality 
in any Tomb I lerald, for they must be able to remember 
their lord’s many and elaborate titles. Indeed, such was 
Settra’s power and achievements that reciting his entire list 
of titles took Nekaph almost two hours. 


Nekaph rides from city to city; as he did in life, at the head 
of one of Settra 1 s eternal legions. When they arrive at the 
enemy’s gates, Nekaph halts and demands an audience with 
the city’s rulers. When the cowering leaders come forth, the 



Emmissary of Settra addresses them and offers them a single 
chance to surrender. Though his jaw does not move, and no 
discernable sound ushers from his lipless mouth, Nekaph’s 
trembling foes hear a deep voice echoing in their heads, 

Rulers of nations quake with fear as Nekaph demands their 
fealty and they realise that their doom has arrived. Those that 
refuse to kneel before the might of Settra, or those that 
foolishly choose to attack Nekaph’s assembled legion, must 
face the unbridled wrath of Khemri. Leading from the front, 
Nekaph advances towards his foes, smashing them asunder 
with every blow of the Flail of Skulls, As the bodies of the 
enemy stack up and the Undead legions continue their 
implacable advance, the defenders realise the futility of their 
resistance — but the Herald Nekaph shows no mercy. The 
time for surrender has long since passed, for once battle has 
been joined no parley can be entered into. Defiance is met 
only with death and, at the battle’s end, the skull of another 
conquered king will hang from Nekaph’s magical flail. 
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The Herald Nekaph 4 5 3 442338 


TROOP TYPE: Infantry (Special Character; Tomb Herald). 

SPECIAL RULES: Flammable, Killing Blow, 

Nehekharan L ndead, Sworn Bodyguard (see page 32), 

Settra's Champion: If able to, Nekaph must always issue 
and accept challenges. When fighting in a challenge, Nekaph 
gains a 5 + ward save, and his Killing Blow will take effect on 
any To Wound rolls of 5 + . 

Herald of Despair: Enemy units in base contact with 
Nekaph roll one additional dice when taking a Fear test, 
discarding the lowest result. 

MAGIC ITEMS: 

Flail of Skulls: This flail, is made from the gilded skulls of 
conquered kings, whose skulls bite into their victims. 

Magic Weapon. Requires Two Hands. Attacks made with the 
Flail of Skulls strike at +2 Strength during the first round of 
dose combat. In addition, the Flail of Skulls has the Multiple 
Wounds (2) special rule. 


T 


“Kneel before rite might of Settra the Imperishable, Khemrikhara, 
King of Nehekhara, Lord of the Earth, Monarch of the Sky, Ruler 
of the Four Horizons, Mighty Lion of the Infinite Desert. Great 
Hawk of the Heavens, Majestic Emperor of the Shifting Sands, 
Eternal Sovereign of Khemris Legions," 

- A small fraction of Nekaph’s speech demanding 
his foe's unconditional surrender. 
















HIGH QUEEN KHALIDA 

BELOVED OF ASAPH 


Khali da Neferher, the Warrior-Queen of Lybaras, was 
highly respected across ail the lands of Nehekhara. Her 
intelligence and bravery were as legendary as her intense 
sense ot honour and justice. Her reign was tragically short, 
as she was cut down in her prime, and all of Nehekhara 
mourned her passing. 

Khalida was killed by her cousin Neferata, Queen of Lahmia, 
in ritual combat during a great celebratory least. Neferata 
desired the death oi Khalida, for the Warrior-Queen had been 
growing ever more suspicious of her cousin. Khalida was right 
to be wary, for Neferata had attempted to recreate the Elixir of 
Life, and in doing so had become die first of the Vampires. If 
Khalida was not silenced, then the Lahmian’s dark secret 
would be discovered. So it was that Neferata falsely accused 
Khalida of treason, and the Warrior-Queen rose to personally 
defend her honour The two women fought before the shocked 
nobility, their blades weaving a delicate and deadly dance. 
Khalida was a skilled warrior, yet she could not match 
Neferata 5 s preternatural speed or unholy strength and was 
struck a mortal blow As Khalida lay dying, Neferata bit hard 
on her own tongue and placed her mouth over the lips of her 
cousin, letting vampiric blood flow down the Warrior-Queerfs 
throat. As the life began to leave her body, Khalida knew that 
cursed blood now flowed through her veins. In desperation, 
she cried out to the gods to save her from the same fate that 
had taken hold of Neferata. Asaph, the asp goddess, heard her 
pleas and purified the vampiric taint from Khalkkfs veins, 
though it drained the remaining life from her as well. In 
sorrow, she was borne back to her home city of Lybaras. 

Khalida was embalmed and placed in a seated position 
within a specially made reliquary. There she sits unmoving, 
her face concealed behind a beautiful death mask created in 
her likeness. In times of need Khalida awakens, and the 
power of Asaph infuses her mummified remains. Her flesh 
returns to its former beauty 7 , gradually becoming as pale and 
hard as pristine white marble. Gracefully, she rises from her 
throne and glides across the temple floor, commanding the 
tall heavy doors to open with a delicate motion of her hand. 
Her famed archer legions, buried in vast tomb pits beside 
the temple, arise at her bidding, marching alongside their 
immortal Warrior-Queen as they did in life, bringing death 
to those that intrude upon her realm. 

High Queen Khalida is the embodiment of the asp goddess, 
and divine energy flows through her limbs. Venom runs in 
Khalida*s veins, and she moves with the speed of a striking 
asp. Only when all her foes lie dead at her feet does she lead 
her legions back to Lybaras and sit upon her throne again. 
However, though Khalida sleeps, her soul is troubled. Deep 
within the High Queen burns a loathing for those tainted by 
Nagaslfs vile sorcery, and only when the last Vampire has 
been slain will she finally rest in peace. 


JV1 WS BS S T W I A LD 

High Queen Khalida 6 6 3 453 9 510 



TROOP TYPE: Infantry (Special Character; Tomb King). 

SPECIAL RULES: Always Strikes Hrst, The Curse 
(see page 30), Hummable, Hatred (Vampire Counts), 
Nehekharan l ndeud* Poisoned Attacks. 

Incarnation of the Asp Goddess: The power of the asp 
goddess flows in Khalida*s veins. Poisoned Attacks cannot 
wound Khalida automatically ■ they always roll lb Wound. 

Blessing of Asaph: The asp goddess smiles on Khalida and 
her followers. Any unit of Skeleton Archers joined by High 
Queen Khalida uses her unmodified Ballistic Skill in place 
of its own. In addition, all shooting attacks made by this unit 
have the Poisoned Attacks special rule. 

MAGIC ITEMS: 

The Venom Staff: Khalida wields a staff shaped like a striking 
asp that writhes as if alive and spits at its enemies with the anger 
and spite of Asaph herself 

Arcane Item. Bound Spell (power level 5). The Venom Staff 
contains a magic missile with a range of 24' 1 . If successfully 
cast, the target takes 2D6 Strength 4 hits. 








GRAND HIEROPHANT KHATEP 


LICHE LORD OF KHEMRI 


Khatep is the Grand Hierophant of Khemri, the head of the 
Mortuary Cult's hieratic council, and he alone knows all its 
secrets and unwritten lore. Khatcp is the oldest and wisest of 
all the Liche Priests and the first member of their order to 
truly deny death's embrace, if not the ravages of time. He is 
ancient beyond memory cadaverous and hunched over as if 
he carries the weight of epochs upon his shoulders. 

Following the casting of Nagash’s Great Ritual, civil war 
threatened to destroy Nehekhara, Khatep therefore took it 
upon himself to restore order. He broke the magical seals of 
the Grand Pyramid of Khemri and awoke the greatest of the 
Tomb Kings - Settra. At the end of the mighty incantation 
Settra arose and smote any who opposed him. Before long all 
bowed their heads to Settra, and though he once more sat 
upon the throne of Khemri, his wrath was great. Settra was 
angry foremost with the Mortuary Cult, believing they had 
whispered lies about the extent of their powers. In his fury, 
he exiled Khatep from Khemri and forbade him to set foot 
within any of the great cities until such time as he could 
fulfil the Mortuary Cult's ancient promise and reinstate the 
golden age of Nehekhara. Thus, Khatep wanders the deserts 
in search of scrolls, inscriptions and relics of power that he 
believes will restore his beloved kingdom to its former glory. 

Khatep roams the Land of the Dead to this day, lending his 
aid to the Tomb Kings when he can. When King Dhekesh of 
Mahrak battled with the Lizardmen of the south, their 
ferocity proved too great for his skeletal legions. As reptilian 
soldiers smashed through ranks of Skeletons, and towering 
war-statues were hewn by powerful magics, Mahrak stood 
on the brink of destruction. Then, through a whirling cloud 
of dust a single figure appeared and he intoned a single word 
that silenced the sorceries of the enemy. This stooped being 
then raised his copper staff, and across the battlefield the 
broken bones of thousands of fallen Skeletons were whole 
again. I he Lizardmen found themselves surrounded and 
outnumbered, and the sands were soon awash with their 
blood. Before King Dhekesh could greet the mysterious 
stranger, he had vanished back into the dust-storm. This and 
a hundred other such tales have been attributed to Grand 
Hierophant Khatep, the Liche Lord of Khemri. 


M WS BS S T W 1 A LD 

Grand Hierophant Khatep 4 3 33432 19 


TROOP TYPE: 

Infantry (Special Character; Liche High Priest). 

MAGIC: Grand Hierophant Khatep is a Level 4 Wizard. 
He uses spells from the Lore of Nehekhara. 

SPECIAL RULES: Loremaster (Lore of Nehekhara), 
Nehekharan Undent!* 

Grand Hierophant of Khemri! If you take Grand 
Hierophant Khatep, he must be your army's Hierophant. 




MAGIC ITEMS: 

The Lie he Staff; This ancient copper staff is inscribed with the 
names of all the gods and goddesses of Nehekhara and it grants 
Khatep mastery of their magical power. 

Arcane Item. Khatep can declare that he is using the Liche 
Staff immediately after rolling the dice to cast a spell, even if 
the result indicates irresistible force. If Khatep uses the 
Liche Staff, he re-rolls all the casting dice used in the 
attempt. Khatep can use the Liche Staff once per turn. 

Scroll of the Cursing Word; This scroll curses those who utter 
vile sorceries, filling their mouths with dung beetles or replacing 
the air in their lungs with scorching sand. 

Arcane Item. One Use Only. When an enemy spell has been 
cast, Khatep can read this scroll instead of attempting to 
dispel it. The spell is cast as normal, but the caster must 
immediately take a Toughness test. If the test is passed, 
nothing happens. If the test is failed, the enemy Wizard 
cannot cast any more spells that turn, as he spits out a 
mouthful of foul-tasting insects; If the test is failed on the 
roll of a 6, the caster immediately suffers D3 Wounds as 
well, with no saves of any kind allowed. 










ARKHANTHE BLACK 

THE LICHE KING 


Arkhan the Black was the first and most loyal of the evil 
Nagash’s followers. Arkhan helped lead the coup which 
brought the arch-necromancer to power* and he was the first, 
after his Lord, to imbibe the Elixir of Life. Arkhan was the 
most adept of Nagash’s pupils in the study of dark sorcery, 
and he quickly rose to become the necromancer’s trusted 
vizier and principal lieutenant- Arkhan led many armies 
against Nagash’s enemies and was never defeated in open 
combat. In the end, however, the sheer numbers of the Priest 
Kings’ soldiers forced Nagash to retreat. It was Arkhan who 
led the suicidal counter-attack that gave Nagash the 
opportunity to escape. For over an hour Arkhan held back 
the Army of the Seven Kings through feats of martial 
prowess and powerful sorcery: Arkhan finally fell, not to a 
hero’s sword, but to a single spear hurled by an unknown 
soldier Arkhan stared in horror at the shaft protruding from 
his chest, knowing that it had pierced his heart. With his 
dying breath, he threatened that a terrible curse would befall 
any who touched his corpse, and with that, he slumped to 
the ground. Within seconds, dark flames had consumed 
Arkhan’s flesh leaving behind only a blackened skeleton. 
Whilst the rest of Nagash’s followers were beheaded and 
burnt, none dared risk desecrating Ark ban’s remains, and so 
they covered them under a cairn of stones instead. 


his head and utters false promises of fealty does Settra return 
satisfied to Khcmri. Whilst Arkhan feigns serv itude, he is 
secretly plotting for a way to hasten the inevitable return of 
Nagash, To this end, he has scoured the globe in search of 
the Great Necromancer’s enchanted items, for a fraction of 
his evil will still resides within each. Arkhan the Black wields 
his master’s own magical staff, plucked from the clutches of 
rhe Vampire Mandregan, and with it he channels the Winds 
of Magic to his whim. However, Arkhan 1 s most prized 
possession is the Liber Mortis, one of the nine Books of 
Nagash that hold the secrets to necromantic magic. One day 
Arkhan the Black will succeed in resurrecting his dark 
master, and on that day the Tomb Kings shall be destroyed, 
and the world shall drown in death. 


M WS BS S T W I A LI> 

Arkhan the Black 4 43553339 

TROOP TYPE: Infantry (Special Character; 1 ache High 
Hiest & Tomb King), 

MAGIC: Arkhan is a Level 4 Wizard. He uses spells from 
the Lore of Death, even if he is your army’s Hierophant. 




Nagash did not forget his most able lieutenant, and when he 
returned to wreak vengeance on Nehekhara, Arkhan was 
reborn as the Lie he King — the first of Nagash’s nine Dark 
Lords. These fell beings were the foremost of Nagash’s 
captains, and they brought despair and destruction to his 
foes. Though Nagash was eventually slain, his loyal servant 
Arkhan remained. For countless generations, Arkhan the 
Black vented his anger on the lands ol the living, butchering 
the inhabitants of the world from the kingdoms of Araby in 
the west to the fledgling Empire in the north. I Jowever, 
Arkhan the Black retained his master’s unquenchable thirst 
for dominion over the realms of Nehekhara above all else, 
and he finally returned to the Land of the Dead. From his 
cursed Black Tower, Arkhan has carved out a powerful 
realm. The other Tomb Kings tolerate Arkhan, for he is a 
powerful ally to those who can afford his price. 

Of all the rulers in the Land of the Dead, Arkhan’s greatest 
rival remains Settra the Imperishable. The two have fought 
against each other a dozen times, and though Arkhan’s army 
cannot rival the might of Settra’s, neither can the King of 
Nehekhara overcome the Liehe King’s dark sorcery. Their 
battles thus end in stalemate, and only when Arkhan bows 


SPECIAL RULES: The Curse (see page 30), 
Nehekhurun Undead, Flu mumble* 

MAGIC ITEMS: 

The Tomb Blade of Arkhan: The flesh of those slain by this 
dread blade burns away, leaving behind only a charred skeleton 
enslaved for all eternity to Arkhan s dark will 

Magic Weapon. For every unsaved Wound caused by this 
blade to an enemy in close combat, Arkhan’s unit 
immediately recovers a Wound for each one inflicted, as 
described in Resurrecting fallen Warriors (see page 28). 

Stuff of Nil gush: This staff was created by the Arch 
Necromancer Nagash to harness the reservoirs of dark 
magic stored within the accursed Black Pyramid, 

Arcane Item. At the end of the opponent’s Magic phase, you 
can store up to three unused dispel dice from your pool in 
the Staff of Nagash. At the beginning of your next Magic 
phase, add these dice to your power dice pool. If Arkhan the 
Black is removed as a casualty before your next Magic 
phase, these power dice arc lost. 

The Liber Mortis: This accursed tome is one of the fabled 
nine Books of Nagash, the most potent source of necromantic 
magic in the world . 

Arcane Item, Whilst Arkhan the Black has the Liber Mortis 
his Wizard Level is increased to 5. If the Liber Mortis is 
ever destroyed, Arkhan the Black immediately loses a 
Wizard Level, and therefore must lose a randomly 
determined spell. 










PRINCE APOPHAS 

THE CURSED SCARAB LORD 


Apophas was a jealous prince who lusted after the throne of 
Mumas. To this end, he slit the throats of the entire royal line 
while they slept and proclaimed himself king. I lowever, the 
people of Numas rebelled against him, and those loyal to the 
murdered king broke into the throne room and dragged the 
usurper to the temples to be judged. Of all the crimes in 
Nehekhara, the most terrible was regicide. Typically, those 
who attempted to seize the throne were denied the privilege 
of mummification, and their bones were thrown to the carrion 
of the desert. Denied access to the lands of the honoured 
dead, these unfortunates were consigned, at best, to the 
torturous depths of the Nehekharan Underworld, or at worst, 
to utter oblivion. Apophas 1 crimes warranted a more severe 
punishment; he was entombed alive within a sarcophagus 
filled with flesh-eating scarabs. It is said that his death 
screams could be heard through the temple walls, but when 
the lid was opened, there was no trace of the beetles. All that 
remained was a skull picked clean of flesh. Before this was 
thrown into the deep desert, it was inscribed with a single 
magical hieroglyph cursing Apophas 1 soul for all eternity. 

Upon his death, Apophas 1 soul was claimed by Usirian, god 
of the Underworld, to be tormented in perpetuity for his 
crimes. However, being of noble birth, Apophas was able to 
strike a bargain with Usirian, promising that, in exchange 
for his release, he would claim for the god a soul to stand in 
his stead, a perfect match for his own. Usirian agreed, and 
thus Apophas was reborn as the Cursed Scarab Lord. 

Apophas appears from a swarm of beetles that flow up from 
the ground until they reveal a black-swathed figure in their 
midst. Apophas is not a reanimated corpse but a desert- 
revenant whose body is formed from a writhing swarm of 
scarabs. Atop this undulating mass, his skull looks upon the 
world in search of his chosen victim - a soul he believes can 
buy his freedom. In Apophas 1 hand is the same blade he 
used to slit the throats of his family, and it drips with their 
blood to this day Only by slaying the perfect soul with this 
weapon can Apophas hope to earn his freedom. 

The scarabs making up Apophas 1 form scuttle over rubble 
and through gaps in ruins without impediment. Apophas* 
body can even burst apart in an explosion of chili nous wings, 
flying across the battlefield before reforming into the 
mocking semblance of a man. Apophas sweeps aside those 
that stand between him and his prey, and when he opens Iris 
jaw, a tide of insects erupts forth to drown his foes. No 
matter how hard his enemies swipe and hack at his 
horrifying form, insect bodies flow over to fill open wounds 
and re-grow lost limbs. Apophas is utterly implacable, and 
he will not stop until his victim lies dead at his hand. 

Apophas then binds his target’s spirit in a mystical soul-cage 
before returning to the depths of the Underworld. Here the 
soul is placed on a pair of scales and compared with 
Apophas* own cursed spirit. However, the truth is that no 
two souls are ever equal, and the scales are never balanced. 
Though he doesn’t know it, Apophas has doomed himsell to 
roam the lands for eternity. 



M WS KS S T W 1 A LD 

Prince Apophas 4 4 3 4 3 4 15 8 

UNIT TYPE: Infantry (Special Character; Tomb Prince). 

SPECIAL RULES: Entombed Beneath the Sands, Fly, 
Nehekharan Undead, Regeneration, Strider, Terror* 

Desert Revenant : Prince Apophas cannot join any units, 
and lie cannot be your army’s General. 

Scarab Prince: l *ri nee Apophas* body is made of a scu ttling 
tide of scarabs that he can vomit over his foes, Apophas has a 
Strength 2 Breath Weapon. In addition, if Apophas is ever 
destroyed (by any means), then before removing the model all 
enemy units within 2D6" of him immediately take 2D6 
Strength 2 hits, distributed as for shooting. 

Soul Reaper: As soon as Prince Apophas is placed on the 
tabletop, nominate one enemy character on the battlefield — 
this is the soul marked by the god of the Underworld that 
Apophas must claim. Apophas re-rolls any failed To Hit and 
To Wound rolls against the chosen character. 













RAMHOTEP THE VISIONARY 

NECDOTECT OF QUATAR 


Ramhotep the Visionary was perhaps the greatest Neerotect 
in history. His craftsmanship was second to none, and it is 
said that his statues in the Valley of Kings were so lifelike 
that the kings of Nehekhara believed the gods themselves 
had returned to the mortal world. He designed the Grand 
Necropolis of Rasetra, the Monuments of Eternal Death in 
Zandri, the Monoliths of the Great Plains and many other 
architectural wonders. However, Ramhotep took credit for 
not one of these grand monuments, for to do so would have 
been tantamount ro signing his own death warrant. 

In ancient Nehekhara, the finest artisans were commissioned 
to build grand burial tombs and upon completion they were 
expected to commit ritual suicide. Ramhotep was aghast at 
the thought, for it would deny the world of the beautiful 
creations he had yet to make. Thus, Ramhotep would 
manipulate the more arrogant Necrotects of the age to take 
his place. Ramhotep posed as an eager student to the 
renowned Ramakat the Creative, as a pupil to Emrah the 
Artisan, and as an assistant to a dozen other legendary 
architects. These great artisans were stricken with blood- 
lotus addiction shortly afterwards, consumed in a drug- 
addled stupor as Ramhotep crafted a mask in their image - 
one so perfect that none could tell the difference. Ramhotep 
assumed their identities and oversaw the construction of 
many magnificent monuments. Each time, shortly before the 
project's completion, he disappeared and a very confused 
Neerotect was sacrificed and interred within the tomb in 
Ramhotep’s stead. It is said that they protested loudly - but 
these were dismissed as the ravings of a mad artist. 


and he set about excavating and restoring his marvels at 
once. Ramhotep’s skill in undeath is as great as it was in life, 
and the statues that receive his attentions are restored to their 
former majesty, striding into battle as if they were carved 
only yesterday. He works relentlessly to maintain his 
masterpieces, and such is the likeness between these effigies 
and the gods they represent, that the ancient pantheon 
blesses them and protects them in battle. With this army of 
walking statues, Ramhotep intends to pull down the cities 
of those who defiled his work, slay the inhabitants of these 
uncultured civilisations, and construct his greatest 
monument to date: a vast mausoleum built from the bones 
of his foes. Those who stand in his way feel the lash of 
Ramhotep^ whip, and their flesh parts from their bones as 
the ancient architect vents his frustration and anger. 


M WS BS S T W I A LIJ 

Ramhotep the Visionary 4 3 3 442327 

UNIT TYPE: Infantry (Special Character; Neerotect). 

SPECIAL RULES: Flammable, Frenzy, Hatred, 
Nehekharan Undead, Stone Shaper (see page 33), 
Wrath of the Creator {see page 33). 

Frantic Fervour: Ramhotep confers the Frenzy special rule 
onto the unit he accompanies. If he leaves the unit, or is 
slain, the unit immediately loses Frenzy. 


Inlife, Ramhotep was consumed by a frenzied compulsion to 
create and build. No matter how quickly his underlings 
accomplished their tasks, it was not fast enough for 
Ramhotep, for there were always more ambitious and grander 
projects that needed his attention. However, Ramhotep^ 
vision reached past his mortal lifespan, and as he withered in 
old age, he realised that the only way he could finish his work 
was if he was granted the honour of mummification. Thus, 
after several decades of careful anonymity, Ramhotep 
removed his mask and agreed to build a pyramid that would 
rival the majesty of the Great Pyramid of Khernri. Thousands 
of work gangs slaved and died under the desert sun to build 
the Sepulchre of the Heavens in Quatar, and none dared 
slacken their pace in his presence, for Ramhotep was quick 
with the lash and would dole out fierce punishments to those 
who would jeopardise his art. In his final days, before the last 
cornerstone was heaved into position, Ramhotep fashioned 
for himself a death mask and prepared himself for his 
interment. The king of Quatar was mightily pleased with his 
tomb and rewarded Ramhotep with an exquisite burial 
ceremony For countless centuries afterwards, the artisan’s 
corpse rested within his splendid monument. 

Few of Ramhotep’s works have endured unscathed through 
the ages. Halt of his creations lie forgotten beneath the 
sands, and those that have remained have been battered by 
centuries of war and eroded by time and sandstorms. Upon 
awakening from his death sleep, Ramhotep was horrified, 


Muster Artisan; At the start of the game, randomly select a 
single friendly unit that has the Animated Construct rule. 
The Animated Constructs in this unit have been restored 
and embellished by Ramhotep, and re-roll all failed armour 
saves during the battle. 


RAMHOTEPS REVENGE 



When an Empire army from Reikland invaded Quatar in the 
Imperial year 214 / t they damaged dozens of Ramhotep s works 
as they looted the city's tombs. This desecration was bad enough, 
but when the Steam Tank Deliverance smashed through 
Ramhotep $ Terracotta Moll, the Neerotect entered a fit of 
apopleptic rage t and he swore he would ham his revenge, 
Ramhotep worked for over a century to complete the restoration 
of his Marble Army, an awe-inspiring host of hundreds of 
towering constructs. Such was the demented architect’s need for 
vengeance that, in exchange for eight jade Warsphimes, he 
enlisted the aid of Arkhan the Black, who raised a mighty bridge 
of bones through dark sorcery to span the Black Mountains. 
Ramhotep s statuesque army marched across, and the cities of 
Ubersrcik and Grunburg were all but destroyed, despite the fact 
that every soldier to haoe been incoloed in the destruction of his 
precious masterpiece had been dead for at least 170 years. 

















LORDS 


VLAD VON CARSTEIN 

Profile 

Vlad von Carstein 


M WS BS 

6 7 5 


W 

3 


A 

5 



495 Points 

LD Troop Type 

10 Infantry (Special Character, Vampire Lord) 


Equipment: 

• Heavy armour 


Magic Items: 

• Blood Drinker 

• The Carstein Ring 


Magic: 

Vlad is a Level 3 Wizard. 
He uses spells from the 
Lore of the Vampires. 


Vampiric Powers: 

• Aura of Dark Majesty 

• Beguile 

• Supernatural Horror 


Special Rules: 

• Beloved in Death 

• The Hunger 

• Undead 

• Vampiric 


COUNT MANNFRED 

Profile 

Count Mannfred 


Magic Items: 

• Sword of Unholy Power 

• Armour of Templehof 

Magic: 

Mannfred is a Level 4 Wizard. 
He uses spells from the Lore 
of Death and the Lore of 
the Vampires. 


M WS BS S T 

6 7 5 5 5 

Vampiric Powers: 

• Dark Acolyte 

• Master of the Black Arts 

• Summon Creatures 
of the Night 

Special Rules: 

• Loremaster (Lore of Death 
and Lore of the Vampires) 

• The Hunger 

• Undead 

• Vampiric 


w 

3(5) 


A 

5 


530 Points 

LD Troop Type 

10 Infantry (Special Character, Vampire Lord) 


Points 1 


“ I ,ord^ f 


Options: 

• May be mounted on one of the following: 

- Barded Nightmare. 24 points 

- Hells teed. 30 points 

- Abyssal Terror. 120points 

• May be upgraded to have a Poisonous Tail. 15 points 

• May be upgraded to have Sword-claws. 10 points 


Designer’s Note: This army list entry allows you to field 
Mannfred as he was at the height of his power. You may only 
include one version of Mannfred in your army, either Count 
Mannfred or Mannfred the Acolyte. 


HEINRICH KEMMLER 

Profile 

Heinrich Kemmler 


M WS 

4 4 


BS 

3 


W 

3 


A 

1 


350 Points 

LD Troop Type 

9 Infantry 

(Special Character, Master Necromancer) 



Magic Items: 

• Chaos Tomb Blade 

• Cloak of Mists and Shadows 

• Skull Staff 


Magic: 

Heinrich Kemmler is a Level 
4 Wizard. He uses spells from 
the Lore of the Vampires. 


Special Rules: 

• Loremaster 

(Lore of the Vampires) 

• Master of the Dead 

• Undead 


Note: 

If Heinrich Kemmler is 
taken in your army, no other 
Necromancer, or Master 
Necromancer, can be given the 
Master of the Dead upgrade. 








































LORDS 



VAMPIRE LORD 

Profile 

Vampire Lord 


Equipment: 

• Hand weapon 

Magic: 

A Vampire Lord is a Level 1 
Wizard. He may use spells 
from one of the following: 

- The Lore of Death 

- The Lore of Shadow 

- The Lore of the Vampires 


M WS BS 

6 7 5 


W 

3 


A 

5 


LD 

10 


Troop Type 

Infantry (Character) 


Special Rules: 

• The Hunger 

• Undead 

• Vampiric 




220 Points 


Options: 

• May purchase up to 3 additional magic levels. 35 points per level 

• May be armed with one of the following: 

- Additional hand weapon. 4 points 

- Great weapon. 10 points 

- Lance (mounted only). 10 points 

• May take a shield. 3 points 

• May take heavy armour. 6 points 

• May be mounted on one of the following: 

- Barded Nightmare. 24 points 

- Hellsteed. 30 points 

- Abyssal Terror. 120points 

• May be upgraded to have a Poisonous Tail. 15 points 

• May be upgraded to have Sword-claws. 10 points 

- Zombie Dragon. 245 points 

- Coven Throne. 230points 

Seepage 89 for profile. 

• May take magic items up to a total of. 100 points 

• May take Vampiric Powers up to a total of. 100 points 



M MASTER NECROMANCER 

J * Profile 

1 v Master Necromancer 

M WS BS S T W I A LD Troop Type 

43 334331 8 Infantry (Character) 

165 Points 

-4 


Equipment: Special Rules: Options: 

• Hand weapon • Undead • May be upgraded to a Level 4 Wizard. 35 points 

• May be mounted on one of the following: 

Magic: - Barded Nightmare . 20 points 

A Master Necromancer is a - Hellsteed. 30points 

Level 3 Wizard. He may use - Corpse Cart. 90 points 

spells from one of the following: See page 92 for profile and options. The Master Necromancer replaces the Corpsemaster. 

- The Lore of Death - Abyssal Terror. 120points 

- The Lore of the Vampires • May be upgraded to have a Poisonous Tail. 15 points 

• May be upgraded to have Sword-claws. 10 points 

• May take magic items up to a total of. 100 points 

• Either one Master Necromancer or Necromancer in 

your army may take the Master of the Dead upgrade. 20 points 



M WS BS S T W I A 

6 6 3 5 5 3 8 5 


260 Points 

LD Troop Type 

9 Infantry (Character, Vampire) 

-4 



Equipment: 

• Hand weapon 

Magic: 

A Strigoi Ghoul King is a Level 
1 Wizard who uses spells from 
the Lore of Vampires. 


Special Rules: 

• The Hunger 

• Infinite Hatred 

• Poisoned Attacks 

• Regeneration (5+) 

• Undead 

• Vampiric 


Options: 

• May be mounted on a Terrorgheist. 225 points 

Seepage 95 for profile and options. 

• May take magic items up to a total of. 100 points 

• May take Vampiric Powers up to a total of. 100 points 


Designer’s Note: Remember that , due to the Magical Interference rule in 
the Warhammer rulebook, a Strigoi Ghoul King may not choose magic armour. 

























































HEROES 


MANNFRED THE ACOLYTE 

Profile M WS BS S T W I A LD 

Mannfred the Acolyte 66 454264 7 


Equipment: Vampiric Powers: 

• Heavy armour • Dark Acolyte 


Magic Items: 

• Sword of Unholy Power 

Magic: 

Mannfred the Acolyte is a 
Level 2 Wizard. He uses 
spells from the Lore of the 
Vampires. 


Special Rules: 

• The Hunger 

• Loremaster 
(Lore of the 
Vampires) 

• Undead 

• Vampiric 


Designer’s Note: This army list entry allows you to field Mannfred as he was 
during the reign of Vlad. You may only include one version of Mannfred in your 
army , either Count Mannfred or Mannfred the Acolyte. 



Troop Type 

Infantry (Special Character, Vamp 


20 


Options: 

• May be mounted on one of the following: 

— Barded Nightmare. 

- Abyssal Terror. 

• May be upgraded to have a Poisonous Tail 

• May be upgraded to have Sword-claws. . . 


. 16 points 
120 points 
.15 points 
. 10 points 



KONRAD VON CARSTEIN 

Profile M WS BS S T W I A LD 

Konrad 67 454264 6 


1601 

Troop Type 

Infantry (Special Character, Vampire 


KRELL, LORD OF UNDEATH 

Profile M WS BS S T W I A LD 

Krell 45 045453 9 


205 Points 

Troop Type 

Infantry (Special Character, Wight King) 


Magic Items: 

• The Black Axe of Krell 

• Armour of the Barrows 


T - 

Equipment: 

• Hand weapon 

• Heavy armour 


Special Rules: 

• Champion of the 

• Killing Blow 

• Terror 

• Undead 


Magic Items: Vampiric Powers: 

• Sword of Waldenhof • Red Fury 


Dead 


Special Rules: 

• Hatred 

• The Hunger 

• One Bat Short of a Belfry 

• Undead 

• Vampiric 


r 


ISABELLA VON CARSTEIN 


Profile 

Isabella von Carstein 


M WS BS S T W I A LD 

66 454264 7 


Equipment: Magic Items: Magic: 

• Hand weapon • Blood Chalice of Bathori Isabella von Carstein is a Level 

• Heavy armour 1 Wizard. She uses spells from 

the Lore of Vampires. 



175 Points 

Troop Type 

Infantry (Special Character, Vampire) 


Vampiric Powers: 

• Beguile 


Special Rules: 

• Beloved in Death 

• The Hunger 

• Undead 

• Vampiric 


























HEROES 


NECROMANCER 

Profile 

Necromancer 



65 Points 


M WS BS S T W I A LD 

43 333231 7 


Troop Type 

Infantry (Character) 



Equipment: 

• Hand weapon 


Special Rules: 

• Undead 


Magic: 

A Necromancer is a Level 1 Wizard. 

He uses spells from one of the following: 

- The Lore of Death 

- The Lore of the Vampires 


Options 

• May be upgraded to a Level 2 Wizard. 35 points 

• May be mounted on one of the following: 

— Nightmare. 15 points 

- Corpse Cart. 90 points 

Seepage 92 for profile and options. The Necromancer replaces the Corpsemaster. 

• May take magic items up to a total of. 50 points 

• Either one Master Necromancer or Necromancer in 

your army may take the Master of the Dead upgrade. 20 points 



105 Points 


M WS BS 

6 6 4 


W 

2 


A 

4 


LD Troop Type 

7 Infantry (Character) 


Equipment: 

Special Rules: 

Options 


• Hand weapon 

• The Hunger 

• May upgrade to a Level 2 Wizard. 

. 35 points 


• Undead 

• May be armed with one of the following: 


Magic: 

• Vampiric 

- Additional hand weapon. 

. 3 points 

A Vampire is a Level 1 Wizard. He may 


— Great weapon. 

. 8 points 

use spells from one of the following: 


- Lance (mounted only). 

. 8 points 

- The Lore of Death 


• May take a shield. 

. 2 points 

- The Lore of Shadow 


• May take heavy armour. 

. 4 points 

- The Lore of the Vampires 


• May be mounted on one of the following: 




- Barded Nightmare. 

. 16 points 



- Hellsteed. 

. 30 points 



- Coven Throne. 

. 230points 



See opposite for profile. 




• May take magic items up to a total of. 

. 50 points 



• May take Vampiric Powers up to a total of. 

. 50 points 



85 Points 


M WS BS 

4 4 0 


W 

3 


A 

3 


LD Troop Type 

9 Infantry (Character) 


Equipment: 

• Hand weapon 

• Heavy armour 


Special Rules: 

• Killing Blow 

• Undead 



Options: 

• May be armed with one of the following: 

- Additional hand weapon.2 points 

- Great weapon. 5 points 

- Lance (mounted only).5 points 

• May take a shield. 4 points 

• May be mounted on a Skeletal Steed. 12 points 

• May have barding. 8 points 

• May take magic items up to a total of. 50 points 




BATTLE STANDARD BEARER 

One Vampire or Wight King in the army may carry the Battle Standard for 25 points. He may carry a magic standard (with no points 
limit), but if he carries a magic standard, he may not choose any other magic items — though a Vampire may still choose Vampiric Powers. 



















































HEROES 



CAIRN WRAITH 

Profile 

Cairn Wraith 


M WS BS S T W I A LD 

63 033223 5 


Troop Type 

Infantry (Character) 


Equipment: 

• Great weapon 


Special Rules: 

• Chill Grasp 

• Ethereal 

• Terror 

• Undead 



TOMB BANSHEE 

Profile 

Tomb Banshee 


M WS BS S T W I A LD 

63 033231 5 


Troop Type 

Infantry (Character) 



Equipment: 

• Hand weapon 


Special Rules: 

• Ethereal 

• Ghostly Howl 

• Terror 

• Undead 





f 

: CHARACTER MOUNTS 

Profile MWSBS S T W I A LD Troop Type 


Special Rules: 


Skeletal Steed 

8 

2 ( 

3 3 

3 

1 

2 

1 

3 

War Beast 

Spectral Steeds, Undead 

Nightmare 

r 

8 

3 ( 

3 4 

4 

1 

2 

1 

3 

War Beast 

Undead 

Hellsteed 

8 

3 ( 

— f— 

3 4 

4 

1 

2 

1 

3 

i IT 

War Beast 

— -J T | f 

Fly, Undead 

Abyssal Terror 

~T- 

6 

4 ( 

3 5 

5 

4 

If’f 

2 

3 

4 

Monster 

^ r ~ 1 f*" it f “T~ 

Fly, Large Target, Terror, Undead 

~T~ fff —-~~~ 

Terrorgheist 

6 

3 ( 

—r 

3 5 

6 

6 

3 

4 

4 

Monster 

Death Shriek, Fly, Large Target, 
Regeneration (6 + ), Terror, Undead 

Zombie Dragon 

r— 

6 

- -jrr~ 

4 ( 

3 6 

6 

6 

2 

5 

4 

Monster 

Fly, Large Target, Pestilential Breath, 


Scaly Skin (5+), Swarm of Flies, 
Terror, Undead 


COVEN THRONE 

Profile 

Coven Throne 
Pallid Handmaiden 
Spirit Horde 

Crew: 2 Pallid Handmaidens 
Drawn by: Spirit Horde 

Equipment: 

• Hand weapons 


M WS BS S T W I A LD 

- - - 5 5 5 - - 

- 5 3 5 - - 5 2 1 

8 3 0 3 - - 1 2D6* - 


Troop Type 

Chariot (Armour Save 5 + ) 


Special Rules: 

• Always Strikes First (Pallid Handmaidens only) • Spectral Steeds 

• Battle of Wills • Undead 

• Large Target • Vampiric 

• # Random Attacks (2D6) (Spirit Horde only) • Ward Save (4 + ) 

• Scrying Pool 















































CORE UNITS 



^f. 

Profile 

Zombie 


Unit size: 20+ Special Rules: 

• Always Strikes Last 

• The Newly Dead 

• Undead 



---— —-- - - - « f 

3 points per model 

M WS BS S T W I A LD Troop Type 

4 1 0 3 3 1 1 1 2 Infantry 


Options: 

• May upgrade one Zombie to a musician.5 points 

• May upgrade one Zombie to a standard bearer. 5 points 



Unit size: 10 + Special Rules: Options: 

• Undead • May upgrade one Skeleton to a Skeleton Champion. 10points 

Equipment: • May upgrade one Skeleton to a musician. 10points 

• Hand weapon • May upgrade one Skeleton to a standard bearer. 10 points 

• Light armour - One Skeleton Warriors unit with a standard bearer 

• Shield may take a Magic Standard worth up to. 25 points 

• The entire unit may be equipped with spears. free 
























CORE UNITS 



CRYPT GHOULS 

Profile 

Crypt Ghoul 
Crypt Ghast 


Unit size: 10+ Special Rules: 

• Poisoned Attacks 

• Undead 


M WS BS S T W I A LD Troop Type 

43 034132 5 Infantry 

43 034133 5 Infantry 


Options: 

• May upgrade one Crypt Ghoul to a Crypt Ghast 



10 points 


DIRE WOLVES 


Profile 

M WS BS 

S 

T 

W 

I 

A 

LD 

Troop Type 

Dire Wolf 

9 3 0 

3 

3 

1 

3 

1 

3 

War Beasts 

Doom Wolf 

9 3 0 

3 

3 

1 

3 

2 

3 

War Beasts 


Unit size: 5-20 Special Rules: 

• Slavering Charge 

• Undead 


Options: 

• May upgrade one Dire Wolf to a Doom Wolf. 10 points 



• Vanguard 




























SPECIAL UNITS 


A 


M WS BS S T W I A LD Troop Type 

- -444--- Chariot (Armour Save 5 + ) 

- 3 0 3 - - 2 1 5 

4 1 - 3 - - 1 2D6* - 


90 points 


Special Rules: 


Random Attacks (2D6) # 
(The Restless Dead only) 
Regeneration 
Undead 
Vigour Mortis 


Options: 

• The Corpsemaster may be armed with a spear. 1 point 

• May be upgraded to have one of the following: 

- Balefi re. IS points 

- Unholy Lodestone. SO points 


M WS BS S T W I A LD 

4 3 0 4 4 1 3 1 6 
43 044132 6 


Troop Type 

Infantry 

Infantry 


11 points per model 


Unit size: 10 + 


Equipment: 

• Hand weapon 

• Heavy armour 

• Shield 


Special Rules: 

• Killing Blow 

• Undead 


Options: 

• May upgrade one Grave Guard to a Seneschal. 10points 

• May upgrade one Grave Guard to a musician. 10 points 

• May upgrade one Grave Guard to a standard bearer. 10 points 

- May take a magic standard worth up to. SO points 

• The entire unit may replace their shields with great weapons. 1 point per model 


BLACK KNIGHTS 

Profile 

Black Knight 
Hell Knight 
Skeletal Steed 


M WS BS S T W I A LD Troop Type 

4 3 0 4 4 1 3 1 6 Cavalry 

43 044132 6 Cavalry 

8 2 0 3 3 1 2 1 3 


21 points per model 


Unit size: 5 + 


Equipment: 

• Hand weapon 

• Heavy armour 

• Shield 


Special Rules: Options: 

• Killing Blow • May upgrade one Black Knight to a Hell Knight. 10 points 

(Riders only) • May upgrade one Black Knight to a musician. 10points 

• Spectral Steeds • May upgrade one Black Knight to a standard bearer. 10 points 

• Undead - May take a magic standard worth up to. SO points 

• The entire unit may take barding:. 3 points per model 

• The entire unit may take lances. 2 points per model 


CRYPT HORRORS 

Profile 

^ . ■ Crypt Horror 
Crypt Haunter 


M WS BS S T W I A 

63 045323 

63 045324 


LD 

5 

5 


Troop Type 

Monstrous Infantry 
Monstrous Infantry 


38 points per model 


Unit Size: 3 + 


Equipment: 

• Hand weapon 


Special Rules: 

• Poisoned Attacks 

• Regeneration (5 + ) 

• Undead 


Options: 

• May upgrade one Crypt Horror to a Crypt Haunter . 


.10 points 







































SPECIAL UNITS 


1- 

FELL BATS 

Profile 

Fell Bat 


M WS BS 

1 3 0 

T~ 

Unit size: 2 + 

" 1 

Special Rules: 

• Fly 

• Undead 


BAT SWARMS 

Profile 

Bat Swarm 


M WS BS 

1 3 0 

T* ~~ 

Unit size: 2 4- 

Special Rules: 

• Cloud of Horror 

• Hover 

• Undead 

SPIRIT HOST 

Profile 

Spirit Host 


M WS BS 

6 3 0 

T - ' 

Unit size: 1-10 

Equipment: 

• Hand weapons 

Special Rules: 

• Ethereal 

• Undead 


HEXWRAITHS 

Profile 

Hexwraith 

Hellwraith 

Skeletal Steed 


M WS BS 

6 3 0 

6 3 0 

8 2 0 


3 3 2 3 


A 

2 


LD 

3 



Troop Type 

War Beasts 


2 2 5 4 5 


Swarm 



3 3 4 1 4 4 


Troop Type 

Swarm 



3 3 
3 3 


3 3 1 


A 

1 

2 

1 


LD 

5 

5 

3 


Troop Type 

Cavalry 

Cavalry 


30 points per model 



Unit Size: 5-10 

Equipment: 

• Great weapon 


Special Rules: 

• Ethereal 

• Fast Cavalry 

• Soul Reapers 

• Soulstriders 

• Spectral Hunters 

• Terror 

• Undead 


Options: 

• May upgrade one Hexwraith to a Hellwraith. 


.10 points 


T 


VARGHEISTS 

Profile 

Vargheist 

Vargoyle 

Unit Size: 3 4- 


M WS BS S T W I A LD 

64 054343 7 

64 054344 7 


Troop Type 

Monstrous Infantry 
Monstrous Infantry 



46 points per model 


Special Rules: 

• Fly 

• Frenzy 

• Undead 

• Vampiric 


Options: 

• May upgrade one Vargheist to a Vargoyle . 


. 10 points 


























RARE UNITS 



Unit size: 1 


Special Rules: 

• Bestial Fury 

• Hatred 

• Regeneration 


& 


175 points 

M WS BS S T W I A LD Troop Type 

85 055445 4 Monster 

- — ■ - 4 


• Terror 

• Undead 

• Vampiric 






BLOOD KNIGHTS 

Profile 

Blood Knight 

Kastellan 

Nightmare 


50 points per model 

M WS BS S T W I A LD Troop Type 

45 354152 7 Cavalry 

45 354153 7 Cavalry 

8 3 0 4 4 1 2 1 3 


Unit size: 4+ Special Rules: Options: 

• Frenzy • May upgrade one Blood Knight to a Kastellan. 15 points 

Equipment: • Martial Honour - the Kastellan may be given a magic weapon worth up to. 25 points 

• Hand weapon • Undead • May upgrade one Blood Knight to a musician. 10 points 

• Lance • Vampiric • May upgrade one Blood Knight to a standard bearer. 10 points 

• Barding - May have a magic standard worth up to. 50 points 

• Heavy armour - If a magic standard is not taken, one unit of Blood Knights 

• Shield in the army may take the Flag of Blood Keep.75 points 




CAIRN WRAITHS 

Profile 

Cairn Wraith 
Tomb Banshee 


M WS BS S T W I A LD Troop Type 

63 033223 5 Infantry 

63 033231 5 Infantry 


-■ 

50 points per model 


Unit size: 3-10 

Equipment: 

• Great weapon 

(Cairn Wraiths only) 


Special Rules: 

• Chill Grasp 
(Cairn Wraiths only) 

• Ethereal 

• Ghostly Howl 
(Tomb Banshee only) 

• Terror 

• Undead 


Options: 

• May exchange one Cairn Wraith for a Tomb Banshee. 25 points 

Designer’s Note: Only Cairn Wraiths and Tomb Banshees that are taken as 
Hero choices are characters. When taken as a Rare unit , Cairn Wraiths are 
rank-and-file models , whilst a Tomb Banshee is the unit champion. 









































BLACK COACH 

Profile 

Black Coach 
Cairn Wraith 
Nightmare 



RARE UNITS 


MWSBSS TW I A LD Troop Type 

5 6 4 -- - Chariot (Armour Save 3+) 

- 3 0 3 - - 2 3 5 

8 3 0 4 - - 2 1 - 


Unit size: 1 

Special Rules: 


• Chill Grasp (Cairn 

Crew: 

Wraith only) 

1 Cairn Wraith 

• Evocation of Death 


• Terror 

Drawn by: 

• Undead 

2 Nightmares 

• Vampiric 


• Ward Save (4 + ) 

Equipment: 



• Great weapon 
(Cairn Wraith only) 



TERRORGHEIST 

Profile 

Terrorgheist 


M WS BS S T W I A LD 

63 0566344 


Troop Type 

Monster 



Unit Size: 1 


Special Rules: 

• Death Shriek 

• Fly 

• Large Target 

• Regenerate (6 + ) 

• Terror 

• Undead 


Options: 

• The Terrorgheist may take any of the following upgrades: 

- Rancid Maw. 

- Infested. 



MORTIS ENGINE 

Profile 

Mortis Engine 
Corpsemaster 
Banshee Swarm 
Spirit Horde 


M WS BS S T W I A 

- - 5 5 5 - - 

- 3 0 3 - - 2 1 

- 3 0 3 - - 3 3 

8 3 0 3 - - 1 2D6* 


LD Troop Type 

Chariot (Armour Save 5 + ) 
5 


15 points 
10 points 



Unit size: 1 
Crew: 

1 Corpsemaster and a 
Banshee Swarm 

Drawn by: 

Spirit Horde 

Equipment: 

• Hand weapons 


Special Rules: 

• Banshee Swarm 

• Large Target 

• * Random Attacks (2D6) 
(Spirit Horde only) 

• Regeneration 

• Spectral Steeds 

• Terror 

• The Reliquary 

• Undead 


Options: 

• May take the following upgrade: 

- Blasphemous Tome. 20 points 


0 






























LORDS 


t 


SETTRA THE IMPERISHABLE 

Profile 

M WS BS 

s 

T 

W I 

A Ld 

475 points 

Troop Type 

Settra the Imperishable 

4 7 3 

6 

5 

4 3 

5 10 

Infimtry (Special Character; Tomb King 

Chariot of the Gods 


5 

5 

5 - 


& Liche Priest) 

Chariot (Armour Save 4 + ) 

Skeletal Steed 

8 2 - 

3 

- 

- 2 

1 - 





Magic; 

Settra is a Level 1 Wizard. He uses spells from the Lore of Nehekhara. 


Equipment: 

* The Blessed Blade of Ptra 

* Light armour 

* Chariot of the Gods 

* The Crown of Nehekhara 

* The Scarab Brooch of Usirian 


Special Rules: 

* The Curse 

* Flammable 

* My Will Be Done 

■ Nehekharan Undead 

* Settra the Great 


Settra the Imperishable may be your army s Hierophant, as detailed on page 28. 




HIGH QUEEN KHALIDA 365 points 

Profile M WS BS S T W 1 A Ld Troop Type 

High Queen Khalida 6 6 3 4 5 3 9 5 10 Infantry (Special Character-Tomb King) 


Equipment: 

■ The Venom Staff 
* Light armour 


Special Rules: 

* Always Strikes First 

* Blessing of Asaph 

* The Curse 
■ Flammable 


Hatred (Vampire Counts) 
Incarnation of the Asp Goddess 
Nehekharan Undead 
Poisoned Attacks 



EBt JMM mx mmmu mwww nwww rwn. ma t|ii mmwm tin ift ■■■■ tm rrm nn cmr JLJLXJK IXKX UXX IH» mx Hj) 

ARKHAN THE BLACK 

Profile 

Arkhan the Black 

M WS BS S T W I A Ld 

4 4 3 5 5 3.1 3 9 

360 points 

Troop Type 

Infantry (Special Character; 

Liche High Priest & Tomb King) 


Magic: 

Arkhan the Black is a Level 4 Wizard* f le uses spells from the Lore of Death. 


Equipment: Special Rules: Options: 

* The Tomb Blade of Arkhan * The Curse • May be mounted on a Skeleton Chariot 

* Light armour * Flammable (See page 91 for profile. Count the cost of the chariot against your 

■ The Liber Mortis * Nehekharan Undead allowance for Lords. Arkhan replaces the chariot’s crew) .. .55 points 

* The Staff of Nagash * May upgrade chariot to have 2 additional Skeletal Steeds.. 15 points 

* May upgrade chariot to have the Fly special rule 30 points 


• May upgrade chariot to have the Fly special rule. 30 points 



















LORDS 
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GRAND HIEROPHANT KHATEP 330 points 

Profile M WS BS S T W 1 A l^d Troop Type 

Grand Hierophant Khatep 4 3 3 3 4 3 2 1 9 Infantry 

(Special Character; Liche High Priest) 

y 


Magic: 

Grand Hierophant Khatep is a Level 4 Wizard. He uses spells from the Lore of Nehekhara. 


Equipment: 

■ Hand weapon 

* The Liche Staff 

* Scroll of the C ursing Word 


Special Rules: 

* Grand Hierophant of Khemri* 

* Lore master (1 ,ore of Nehekhara) 

* Nehekharan Undcad 


# If Grand Hierophant Khatep is in your army, he must he the Hierophant, as detailed on page 28\ 




TOMB KING 

Profile 

Tomb King 


M WS BS S T W I A Ld 

4 6 3 5 5 4 3 4 10 


Troop Type 

Infantry (Character) 


170 points 


Equipment: 

* Hand weapon 

* 1 dght armour 

Special Rules: 

* The Curse 

* Flammable 

* My Will Be Done 

* Nehekharan Undead 


Options: 

+ May be armed with one of the following: 

- Great weapon 6 points 

- Flail. 6 points 

- Spear. 3 points 

* May take a shield 3 points 

* May be mounted on one of the following: 

- Skeleton Chariot (See page 91 for profile. Count the eost against your allowance for Lords, 

The Tomb King replaces the chariot's crew). 55 points 

- Khemrian Warsphinx (Sec page 93 for points and options. Count the eost against your allowance for Lords. 

The Tomb King replaces the Warsphinx’s crew) 210 points 

* May take magic items up to a total of 100 points 



Magic: 

A l ache High IViest is a Level 3 Wizard. 

He may use spells from one of the following: 

- the Lore of Nehekhara 

- the 1 .ore of Light 

- the Lore ol Death 

Equipment: Special Rules: 

* Hand weapon * Nehekharan Undead 


Options: 

■ May upgrade to a Level 4 Wizard. 35 points 

* May be mounted on a Skeletal Steed 15 points 

* May take magic items up to a total of . .100 points 



A Liche High Priest may he your army's Hierophant, as detailed on page 28. 














































HEROES 



Equipment; 

• Flail of Skulls 

* Light armour 


Special Rules: 

* Flammable 

* Herald of Despair 

* Killing Blow 

* Nehekharan Undead 

* Sworn Bodyguard 

* Settraks Champion 


Options: 

* May be mounted on one of the following: 

- Skeleton Chariot (See page 91 for profile. Count the cost of the chariot against 

your allowance for I forces, Nekaph replaces the chariot's crew). 55 points 

- Skeletal Steed. 10points 



PRINCE APOPHAS 130 points 

Profile M WS BS S T W I A Ld Troop Type 

Prince A pop has 44 34 3 4158 Infantry (Special Character; Tomb Prince) 


Equipment: 

* Hand weapon 

* Light armour 


Special Rules: 

* Desert Revenant 

* Entombed beneath the Sands 

* Fly 

* Nehekharan Undead 

* Regeneration 


■ Scarab Prince 

* Soul Reaper 

* Strider 

* Terror 
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RAMHOTEP THE VISIONARY 

Profile M WS BS S T W I A Ld 

Ramhotep the Visionary 43 3 4 4 2 3 2 7 

110 points 

Troop Type 

Infantry (Special Character; Necroteet) 


Equipment: 

* 1 land weapon 

• Whip (additional hand weapon) 
■ Light armour 


Special Rules: 

* Flammable 

* Frantic Fervour 

* Master Artisan 

* Frenzy 


* Nehekharan Undead 

* Stone Shaper 

* Wrath of the Creator 

* 11 at red 



TOMB PRINCE 100 points 

Profile M WS BS S T W 1 A Ld Troop Type 

Tomb IVincc 45 3 4 5 3339 Infantry (Character) 



Equipment: 

* Hand weapon 

* Light armour 

Special Rules: 

* The Curse 

* Flammable 

* My Will Be Done 

* Nehekharan Undead 


Options: 

■ May be armed with one of the following: 

- Great weapon , . 4 points 

-Flail. 4 points 

- Spear. 2 points 

* May take a shield 2 points 

* May be mounted on one of the following; 

- Skeleton Chariot (See page 91 for profile. Count the cost against your allowance for Heroes. 

The Tomb Prince replaces the chariot’s crew).55 points 

- Khemrian Warsphinx (See page 93 for points and options. Count the cost against your allowance 

for Heroes. The Tomb Prince replaces the Warsphinx’s crew T ) ... . . 210 points 

■ May take magic items up to a total of... . . 50points 



































HEROES 
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TOMB HERALD 

Profile 

Tomb Herald 

M WS BS S T W I A IA 

44 34423 3 8 

d roop Type 

Infantry (Cbaracter) 

60 points 


» 


Equipment; 

* Hand weapon 

• Light armour 


Special Rules: 

• Flammable 

• Killing Blow 

• Nehekharan Undead 
■ Sworn Bodyguard 


BATTLE STANDARD BEARER 

One Tomb 1I e raid in the army may carry the 
Battle Standard for +25 points. The Battle 
Standard Bearer can have a magic standard 
(no points limit). A model that carries a magic 
standard cannot have any other magic items. 


Options: 

* M ay be armed with one of the following: 

- Great weapon . .. 

- Spear. . 

-Halberd. . 

- Flail. . 

* May take a shield. 

• May be mounted on one of the following: 

- Skeleton Chariot (See page 91 for profile. Count the cost 
of the chariot against your allowance for Heroes. 

The Tomb Herald replaces the chariot’s crew). 

- Skeletal Steed.. 

• May take magic items up to a total of. 


. 4 points 
. 2 points 
. 2 points 
. 4 points 
. 2 points 


.55 points 
. 10 points 
. 50 points 


LICHE PRIEST 

Profile 

M WS 

BS S T 

w i a ia 

Troop Type 

70 points 

Lie he Priest 

4 3 

3 3 3 

2 2 17 

Infantry (Character) 



Magic; 

A Lie he Priest is a Level 1 Wizard. 

He may use spells from one of the following: 

- the Lore of Nehekhara 

- the Lore of Light 

- the Lore of Death. 


Equipment: 

* I land weapon 

Special Rules: 

* Nehekharan l 'ndead 


Options; 

* May upgrade to a Level 2 Wizard. 35 points 

* May be mounted on a Skeletal Steed. 10points 

* May take magic items up to a total of .50 points 


A Licke Priest may be your army's Hierophant, as detailed on page 28. 


NECROTECT 

Profile 

M WS BS S T W I A Ld 

Troop Type 

60 points 

Necrotect 

43 3 + 42327 

Infantry (Character) 



Equipment: 

* Hand weapon 

* Whip (additional hand weapon) 

* Light armour 


Special Rules: 

■ Flammable 

* Nehekharan Undead 

* Stone Shaper 

* Wrath of the Creator 

* Hatred 


Options: 

* M ay take magic items up to a total of. 50 points 


MOUNTS 

Profile 

Skeletal Steed 
Khemrian Warsph i n x 
Skeleton Chariot 


M WS BSS T W I A Ld 

8 2 0 3 3 12 15 

6 4 0 5 8 5 i 4 H 

- - - 4 4 3 --- 


droop Type 

War Beast 
Monster 

Chariot (Armour Save 5 + ) 


Special Rules: 

* Skeletal Steed: Nehekharan Undead, 

* Khemriari Warsphinx: Animated Construct, Howdah Crew, Large Target, Nehekharan Undead, Terror, Thundercrush Attack, 

* Skeleton Chariot; And the Tomb Kings Rode to War,,3, Chariot Legions* Nehekharan Undead, 













































CORE UNITS 


t 




SKELETON WARRIORS 

Profile 

M WS 

BS 

S 

T W 

i 

A 

Ld 

Troop Type 

4 points per model 

Skeleton Warrior 

4 2 

2 

3 

3 1 

2 

1 

5 

Infantry 


Master of Arms 

4 2 

2 

3 

3 1 

2 

2 

5 

Infantry 



Unit Size: 10 + Special Rules: Options: 

* Nehekliaran Undead * May upgrade one Skeleton Warrior to a Master of Arms 10 points 

Lquipment: ■ May upgrade one Skeleton Warrior to a musician. 10 points 

* Hand weapon * May upgrade one Skeleton Warrior to a standard bearer .10 points 

* Shield * The entire unit may take any of the following; 

- Spears. 1 point per model 

- Light armour. 1 point per model 


SKELETON ARCHERS 







6 points per model 

Profile 

M WS BS 

S 

T W 

i 

A Ld 

Troop Type 

Skeleton Warrior 

4 2 2 

3 

3 1 

2 

1 5 

Infantry 


Master of Arrows 

4 2 3 

3 

3 1 

2 

1 5 

Infantry 



Unit Size: 10+ Special Rules: Options; 

• Arrows of Asaph * May upgrade one Skeleton Warrior to a Master of Arrows . 10 points 

Equipment: ■ Nehekliaran Undead * May upgrade one Skeleton Warrior to a musician. 10 points 

* I land weapon * May upgrade one Skeleton Warrior to a standard bearer. 10 points 

* Bow _ * The entire unit may take light armour ......... 1 point per model 


§ 


* 


SKELETON HORSEMEN 









12 points per model 

Profile 

M WS 

BS 

S 

T 

W 

I 

A 

Ld 

Troop Type 

Skeleton Horseman 

4 2 

2 

3 

3 

I 

2 

1 

5 

Cavalry 

Master of Horse 

4 2 

2 

3 

3 

i 

2 

2 

5 

Cavalry 

Skeletal Steed 

8 2 

0 

3 

3 

1 

2 

1 

5 

- 


Unit Size: 5 + Special Rules: Options: 

* Nehekliaran Undead * May upgrade one Skeleton Horseman to a Master of Horse, 10points 

Equipment: * Vanguard * May upgrade one Skeleton Horseman to a musician 10points 

* Hand weapon * May upgrade one Skeleton Horseman to a standard bearer 10points 

* Spear ■ The entire unit may take light armour. 2 points per model 

* Shield 






























CORE UNITS 


SKELETON HORSE ARCHERS 

Profile 

Skeleton Horseman 
M aster of Scouts 
Skeletal Steed 


M WS BS S T W 1 A Ld Troop Type 

4 2 2331215 Cavalry 

4 2 3 3 3 1 2 1 5 Cavalry 

8 2 0 3 3 1 2 1 5 


14 points per model 


Unit Size; 5+ Special Rules: Options: 

* Arrows of Asaph * May upgrade one Skeleton Horseman to a Master of Scouts 10 points 

Equipment; * Fast Cavalry * May upgrade one Skeleton Horseman to a musician 10 points 

* Hand weapon * Nehekharan Undead ■ May upgrade one Skeleton Horseman to a standard bearer 10points 

* Bow * Scouts 









SKELETON CHARIOTS 

Profile 

M WS BS 

S 

T 

W 

I 

A 

Ed 

55 points per model 

Troop Type 

Skeleton Chariot 

- 

- 

4 

4 

3 

- 

- 

- 

Chariot (Armour Save 5 + ) 

Skeleton Charioteer 

- 3 

2 

3 

- 

- 

2 

2 

7 

- 

Master of Chariots 

- 3 

2 

3 

- 

- 

2 

3 

7 

- 

Skeletal Steed 

8 2 

- 

3 

- 

- 

2 

1 

- 

- 


Unit Size: 3 + 

Crew: 2 Skeleton Charioteers 
Drawn by: 2 Skeletal Steeds 


Equipment (Crew): 

• Hand weapon 

• Spear 

• Bow 


Special Rules; 

* And the Tomb Kings 
Rode to War. .2 

* Arrows of Asaph 
■ Chariot Legions 

* Nehekharan Undead 


Options: 

* One model may upgrade a Charioteer to a Master of Chariots. 10 points 

* One model may upgrade a Charioteer to a musician 10points 

* One model may upgrade a Charioteer to a standard bearer 10points 


- One unit’s standard bearer may have a magic standard worth up to 25 points 
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SPECIAL UNITS 
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pot xxnt 


TOMB GUARD 

Profile 

M WS BS 

S 

T W I 

A 

Ld 

Troop Type 

11 points per model 

To nib Guard 

4 3 3 

4 

4 1 

1 3 

1 

8 

Infantry 


Tomb Captain 

4 3 3 

4 

4 1 

1 3 

2 

8 

Infantry 



Unit Size: 10+ Special Rules: Options; 

* Killing Blow * * May upgrade one Tomb Guard to a Tomb Captain 10 points 

Equipment: * Nehekharan Undead * May upgrade one Tomb Guard to a musician . 10 points 

* Hand weapon * May upgrade one Tomb Guard to a standard bearer 10points 

* Light armour - May have a magic standard worth up to. 50 points 

* Shield * The entire unit may take halberds.. 2 points per model 


NECROPOLIS KNIGHTS 


Profile 

Necropolis Knight 
Necropolis Captain 
Necmserpenr 


M WS BS S T W I A Ld 

4 4 3 4 4 1 3 2 8 

4 4 3 4 4 1 3 3 8 

7 3 0 5 4 3 3 3 8 


Troop Type 

Monstrou s C avalry 
Monstrous C avalry 
Moustrcms Cavalrv 


65 points per model 


Unit Size: 3+ Equipment; Options: 

* Spear * May upgrade one Necropolis Knight to a Necropolis Captain. 10 points 

* May upgrade one Necropolis Knight to a musician. TO points 

Special Rules * May upgrade one Necropolis Knight to a standard bearer. 10 points 

* Animated Construct * May upgrade the entire unit to have the 

* Killing Blow (Riders only) Entombed Beneath the Sands special rule .5 points per model 

* Nehekharan Undead 

* Poisoned Attacks (Necroserpents only) 

* Stone Hide 



Unit Size; 1 


Special Rules: 

* Animated Construct 

* Entombed Beneath the Sands 

* Killing Blow 


* Magic Resistance (1) 

* Nehekharan Undead 

* Poisoned Attacks 



USHABTI 


Profile 

Ushabti 

Ushabti Ancient 


M WS BS S T W I A Ld 

54 24433 3 8 

54 2443348 


50 points per model 

Troop Type 

Monstrous Infantry 
Monstrous Infantry 


4 


Unit Size: 34- 

Equipment: 

* Hand weapon 

* Great weapon 


Special Rules: 

* Animated Construct 

* Arrows of Asaph 

* Nehekharan Undead 


Options; 

* May upgrade one Ushabti to an Ushabti Ancient. . 10 points 

* May upgrade one Ushabti to a musician. 10points 

* May upgrade one Ushabti to a standard bearer. 10 points 

* The entire unit may replace their great weapons with one of the following: 

- Great bows ... .free 

- Additional hand weapons. . . free 



■ 









































SPECIAL UNITS 

-“-U-— \ 


TOMB SWARM 

Profile 

Tomb Swarm 

M WS BS S T W I A Ld 

4-3 022515 10 

Troop Type 

Swarm 

40 points per base 

Unit Size: 2-10 bases 

Special Rules: 

• Entombed Beneath the Sands 

• Nehekharan Undead 

• Poisoned Attacks 



[txx ■■■■ mm uu www m waam mi sm iui ■ ■■■■ wwwm mi im »■■»» tm m-wmw ■■■■ ■■■■ ■ ■ » ■ mi ex) 1 

CARRION 

Profile 

Carrion 

M WS BS S T W 1 A Ld 

23 044233 + 

Troop Type 

War Beast 

24 points per model 

Unit Size: 3 + 

Special Rules 

* Fly 

* Nehekharan Undead 







4 


KHEMRIAN WARSPHINX 

Profile 

M WS BS S T W 1 

A 

Ld 

Troop Type 

210 points 

Khemrian Warsphinx 

6 4 0 5 8 5 1 

4 

8 

Monster 


Tomb Guard Crew 

- 3 3 4 - - 3 

1 

8 



Unit Size: 

Special Rules: 



Options: 


1 Khemrian Warsphinx 

* Animated Construct 



* The Khemrian Warsphinx 

may take any 

and 4 Tomb Guard crew. 

* Howdah Crew 



of the following: 



* Killing Blow 



- Envenomed Sting. 

. 10 points 

Equipment 

(Tomb Guard Crew only) 


- Fiery Roar. 

. 20 points 

(Tomb Guard Crew): 

* Large Target 





* Spears 

* Nehekharan Undead 

* Terror 






Thutidercrush Attack 




Ci 


SEPULCHRAL STALKERS 


Profile 

Sepulchral Stalker 


M WS BS S T W I A Ld 

7 3 3 4 4 3 3 2 8 


Unit Size: 3 + 

Equipment: 

■ Halberd 


Special Rules: 

• Animated Construct 

• Entombed Beneath the Sands 

• Nehekharan Undead 

• Transmogrifying Gaze 



55 points per model 

Troop Type 

Monstrous Beast 







































RARE UNITS 






NECROLITH COLOSSUS 

Profile 

Necrolith Colossus 

M WS BS S T W I A Ld 

6 3 2 6 6 5 1 4 8 

Iroop Type 

Monster 

170 points 


Unit Size; 1 
Equipment: 

* Huge sword (hand weapon) 


Special Rules 

* Animated Construct 

* Arrows of Asaph 

* Large Target 

* Nehekharan Undead 

* Terror 

* Unstoppable Assault 


Options; 

* A Necrolith Colossus may be armed with one of the following: 


- Additional hand weapon.5 points 

- Great weapon ., . 10 points 

- Bow of the desert ,20 points 



HIEROTITAN 


Profile 

Hierc titan 


M WS RS S T 

6 3 0 6 6 



175 points 


W I A Ld Troop Type 

5 1 3 8 Monster 


Unit Size: 1 

Equipment: 

* Icon of Ptra 

* Scales of Usirian 


Special Rules 

* Animated Construct 

* Large Target 

* Nehekharan Undead 
■ Spirit Conduit 

* Terror 



NECROSPHINX 

Profile 

Necrosphinx 

M WS BS S 

6 4 0 5 

T W [ A Ld 

8 5 15 8 

Troop Type 

Monster 

225 points 

Unit Size: I 

Special Rules: 

Options: 




Animated C onstruct 
Decapitating Strike 

F\y 

Killing Blow 
Large Target 
Nehekhanm Undead 
Terror 


A Necrosphinx may take: 
- Envenomed Sting. 


. 10 points 














































RARE UNITS 
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SCREAMING SKULL CATAPULT 

profile M WS BS S T W I A Ld 

Screaming Skull Catapult - - - 7 3 - 

Skeleton Crew 4 2 2 3 3 1 


Troop Type 

War Machine (Stone Thrower) 


90 points 


2 1 5 


Unit Size: ! Screaming Skull Catapult and 3 Skeleton Crew 


Equipment (Crew): 

Special Rules: Options: 


* I land weapon 

* Nehekharan Undead * May be upgraded to fire Skulls of the Foe. 

... 30 points 

* Light armour 

* Screaming Skulls 




Unit Size: 1 Casket of Souls, I Keeper of the Casket and 2 Casket Guard, 


' 


Equipment (Crew): 

* Great weapons 
(Casket Guard Only) 

* 1 land weapon (Keeper of the Casket 

* Light armour 


Special Rules 

* Covenant of Power 

* Killing Blow 

nly) (Casket Guard Only) 


■ Light of Death 

* Nehekharan Undead 

* Unleashed Souls 








































THE CURSE OF UNDEATH (Lore Attribute) 



As the powers of Dark Magic are wielded to thepurpose of necromancy, 
its unwholesome energies animate and invigorate the Undead. 

When a spell from the Lore of the Vampires is successfully cast, the 
Wizard (or another friendly model within 12") 
instantly recovers a single Wound lost earlier in the battle. 


INVOCATION OF NEHEK Cast on 6+ 
it (Signature Spell) 

p The caster intones the dread syllables handed down 
from Nagash himself breathing unlife into the cadavers 
strewn across the battlefield. 

Invocation of Nehek is an augment spell that targets 
all friendly Undead units within 6". The target units 
immediately regain a number of Wounds as follows: 
infantry gain D6 plus the caster’s Wizard level in 
Wounds (roll for each unit); other troop types targeted 
gain 1 plus the caster’s Wizard level in Wounds. 
However, models with the Vampiric, Ethereal or Large 
Target special rules can never regain more than 1 Wound 
per successful casting. Wounds gained are distributed as 
described in Resurrecting Fallen Warriors (see page 26). 
The Wizard can choose to target all friendly Undead 
units within 12". If he does so, the casting value is 
increased to 12 +. Alternatively, he can choose to target 
all friendly Undead units within 18". If he does so, the 
casting value is increased to 18 +. 


1 U VANHELS DANSE MACABRE Cast on 6+ 

The Undead are filled with magical energy that causes them to jerk 
forwards on the attack with tireless and unnatural speed. 

■ VanheVs Danse Macabre is an augment spell that targets a friendly 
Undead unit within 12". The target unit re-rolls failed To Hit rolls 
in close combat until the start of the caster’s next Magic phase. In 
addition, if the target unit is unengaged, it can immediately make 
a move of up to 8" in the same way as a normal move made in the 
Remaining Moves sub-phase. The Wizard can choose to have this 
spell target all friendly Undead units within 12". If he does so, the 
casting value is increased to 12 +. 


& HELLISH VIGOUR Cast on 8+ 

The caster invigorates the creatures under his control, who attack 
the foe with new-found speed andferocity. 

Hellish Vigour is an augment spell that targets a friendly Undead 
unit within 12". The unit re-rolls failed To Wound rolls in Close 
Combat until the start of the caster’s next Magic phase. The Wizard 
can choose to have this spell target all friendly Undead units within 
12". If he does so, the casting value is increased to 16 + . 


D GAZE OF NAGASH Cast on 9+ 

Bolts of Dark Magic leap from the caster's eyes, witheringflesh 
and blackening the bone beneath. 

Gaze of Nagash is a magic missile with a range of 24" that causes 
2D6 Strength 4 hits. The Wizard can choose to extend the range to 
48". If he does so, the casting value is increased to 12 + . 


RAISE DEAD Cast on 9+ 

One skilled in the art of necromancy can awaken mortal remains to 
reinforce the Undead legions under his control. 

Raise Dead is a special type of spell with a range of 18" that brings 
a brand new unit of Zombies into play. Choose a point on the 
battlefield — that point need not lie in the caster’s line of sight 
or forward arc. Next, roll 2D6 + 3. This is how many models 
comprise the new unit. The caster can choose to summon 2D6 + 3 
Skeleton Warriors instead. I f h e does so, the casting value is 
increased to 14 + . 

When placing this unit, it must b e wholly within the spell’s range 
and at least 1" away from all units, buildings and impassable terrain. 
It can be placed facing any direction, and in any legal formation, so 
long as the unit’s front rank contains at least five models. This unit 
does not have any upgrades or command models. Units summoned 
by this spell cannot be dispelled, and do not award victory points 
under any circumstances. Finally, if a summoned unit cannot be 
placed because there is not enough room, the unit does not enter 
play at all, though the spell’s lore attribute may still apply. 

CURSE OF YEARS c^t«. 12+ 

The Wizard spits out an ancient curse and his enemies age at an 
incredible rate, hair turning white and skin shrivelling. 

Remains in Play. Curse of Years is a hex spell with a range of 18". 
When cast, roll a D6 for every model in the target unit - on a score 
of 6 the model suffers a Wound. At the end of the next Magic 
phase, roll again for each model in the unit, they will suffer a 
Wound on a 5 +, and so on, to a maximum of 2 +. No armour 
saves are allowed against Wounds caused by Curse of Years. 


WIND OF DEATH Cast on 15+ 

The Wizard calls forth spectral winds that howl through the ranks 
of the foe, tearing their souls from their bodies. 

Remains in play. Wind of Death is a magical vortex that uses the 
small round template. Once the template is placed, the player 
then nominates the direction in which the Wind of Death will 
move. To determine how many inches the template moves, roll 
an artillery dice and multiply the result by 3. Any unit beneath 
or passed over by the template takes D6 Strength 3 hits for each 
rank of models in the unit with no armour saves allowed. If the 
result on the artillery dice is a misfire, centre the template on 
the caster and roll a scatter dice and a D6. The template moves 
a number of inches equal to the roll of the D6, in the direction 
indicated by the scatter dice. If a Hit! is rolled, use the small 
arrow on the Hit! symbol. In either event, in subsequent turns, 
the Wind of Death will move a number of inches determined by 
rolling an artillery dice, in a random direction determined by 
rolling a scatter dice. If a misfi re is rolled in subsequent turns, 
the Wind of Death dissipates and is removed. The caster may 
choose to infuse the Wind of Death with more power so that it 
uses the large round template and its Strength is increased to 4 
instead. If he does so, the casting value is 25 +. 





























VAMPIRIC POWERS 

Though they share the curse of undeath, Vampires are unique creatures with myriad abilities and traits. 
Some dedicate their immortal existence to mastering warfare, whilst others delve into arcane lore, create 
nations of Undead through political manipulation, or willingly succumb to their bestial nature. 


On this page, you will find powers that can be bought for 
your Vampires. You cannot buy multiples of the same power 
for a single Vampire, but different Vampires in the same army 
can have the same powers if you wish. 

MASTER O F THE BLACK ARTS 75 points 

The Winds of Magic themselves present little challenge to this 
Vampire, so matchless is his magical prowess. 

A player using a Vampire with the Master of the Black Arts 
power can re-roll one of the dice when he is determining the 
strength of the Winds of Magic. 

CURSE OF THE R EVEXANT 55 points 

Through magic, bloodletting or sheer force of will, the strength of 
this Vampire to survive the centuries is beyond compare. 

This Vampire has +1 Wound on his profile. 

RED FURY 50 points 

This Vampire has long had a savage and unstoppable blood lust. 

He will not stop until his enemies lie dead at his feet. 

For each unsaved Wound that the Vampire causes in close 
combat, it can immediately make a further Attack. These 
additional Attacks do not benefit from Red Fury. An Attack 
that automatically kills an enemy counts as having done an 
amount of Wounds equal to the number of Wounds that 
model had remaining. 

FLYING HO RROR_ 30 points 

The Vampire is able to take to the skies with great , membranous 
wings , or perhaps can even metamorphose into a monstrous bat. 

Character on foot only. The Vampire has the Fly special rule. 

QUICKBLOOD 30 points 

The sword-strikes of even the most skilful men are but clumsy and 
childlike before the preternatural speed of the Vampire. 

The Vampire has the Always Strikes First special rule. 

AURA OF D ARK MAJESTY 25 points 

This Vampire projects an aura of supremacy. To be in his presence is 
to truly know your own lowly place in the world. 

All enemy units within 6" of one or more Vampires with the 
Aura of Dark Majesty suffer a -1 penalty to their Leadership. 
This penalty is cumulative with any other modifiers. 

DARK ACO LYTE _ 25 points 

Some Vampires have an affinity for necromantic magic beyond that 
of their peers, which only increases with age and practice. 

The Vampire adds D3 to the casting total whenever he 
successfully casts Invocation of Nehek (regardless of the 
casting value chosen). 


FORBIDDEN LO RE_ 25 points 

To learn several paths of magical teaching is beyond most men, but 
time is of little concern to an undying scholar. 

The Vampire can generate his spells from any one of the lores 
in the Warhammer rulebook, except the Lore of Life. 

SUPERNAT URAL HORROR 25 points 

This Vampire is hideous to look upon, having long since forsaken the 
trappings of nobility and beauty. The revulsion he causes in mortals 
vindicates his decision to embrace the beast within. 

This Vampire has the Terror special rule. 

FEAR INCA RNATE_ 20 points 

This Vampire has a dread reputation. It is said that he has 
slaughtered thousands of would-be heroes over the centuries, and 
no right-minded warrior will seek battle with such a foe. 

Fear tests caused by the Vampire (or his unit) that have 
been passed by an enemy unit must be re-rolled. If a Battle 
Standard Bearer is conferring its Hold Your Ground ability 
to the testing unit, the two rules cancel each other out. 

BEGUILE 15 points 

The Vampire has an entrancing gaze that mesmerises the foe prior 
to delivering his death-strike. 

At the beginning of the Close Combat round, after 
challenges have been issued and/or accepted, select a model 
in base contact with the Vampire. That model must take a 
Leadership test with a -3 modifier; if the test is failed, the 
model must re-roll successful To Hit rolls that phase. 

MASTER S TRIKE _ 15 points 

So strong is this lord of the night that a well-placed blow from his 
sword can bring low even the mightiest foe. 

The Vampire may exchange all of his Attacks for a single 
Attack with the Heroic Killing Blow special rule. 

DREAD KN IGHT _ 10 points 

This Vampire has followed the path of the warrior to its ultimate 
conclusion, taking up arms in dark mockery of a knightly vow. 

The Vampire has + 2 Weapon Skill. In addition, unless he is 
part of a combat containing Krell or a Vampiric character with 
higher Leadership, he must always issue a challenge when 
possible, and must answer any challenge issued by the enemy. 

SUMMON C REA TURES OF THE NIGHT 10 p oints 

The Vampire howls into the cold night, and his cry is answered by 
the baying of countless dark creatures. 

This Vampire can use the Invocation of Nehek spell to increase 
units of Dire Wolves, Bat Swarms and Fell Bats beyond their 
starting size. 
































VAMPIRE COUNTS MAGIC ITEMS 


On these pages are magic items available to Vampire 
Counts armies. These can be taken in addition to any of 
the magic items listed in the Warhammer rulebook. 

SKABSCRATH 75 points 

Magic Weapon 

The legendary blade of the Undead mercenary, Ennio Mordini, 
Skabscrath flickers with pale flame. A blade so potent it cannot be 
sheathed without first taking a life, Skabscrath is possessed of an 
evil sentience that drives the wielder to ever darker acts. Some 
claim the blade is more steeped in evil than any Vampire, for it will 
betray its wielder if its blood lust is not sated. When unsheathed, 
Skabscrath emits the terrible screams of all those it has slain, 
amplified to such a degree that it can cause those who hear them to 
die of fright. 


NIGHTSHROUD 40 points 

Magic Armour 

(Necromancers can wear the Nightshroud) 


Ensorcelled in pitch darkness in the heart of Castle Drachenfels, 
the Nightshroud owes more to the otherworld than to reality. 
Originally fashionedfrom the death-raiments of King Pharatohep, 
the Nightshroud has since been soaked in the blood of sorcerers 
and witches. The aura of gloom that clings to it is so strong it can 
physically manifest, lashing out with shadowy tendrils that grapple 
with all those who would strike the wearer. 

The Nightshroud adds +1 to the bearer’s armour save. 
Furthermore, enemy models in base contact with the wearer 
lose all Strength bonuses conferred from normal and magical 
weapons, and have the Always Strikes Last special rule. 


The bearer has the Devastating Charge and Frenzy special 
rules, and all close combat attacks made by the bearer have 
the Flaming Attacks special rule. 

In addition, the bearer of Skabscrath gains the Death Shriek 
special rule (see page 48). 

Finally, such is Skabscrath’s desire for bloodshed that if the 
bearer has not killed an enemy model in close combat when 
the game ends, he is removed as a casualty. 


BANNER OF THE BARROWS 50 points 

Magic Standard 

Woven from the wind and the cold, the chill of this banner touches 
the hearts of those who stand before it, sapping their will and 
ability to fight. Worse still, the banner exude a palpable aura of 
dread that manifests as screaming death's heads, filling the living 
with unnameable fear. Many of the ancient warriors that go to 
war beneath the Banner of the Barrows fought under it when they 
were still creatures of flesh and blood, though they are now forever 
bound to its shimmering presence. 



All Grave Guard, Black Knights and Wight Kings in the 
same unit as the Banner of the Barrows receive +1 To Hit 
in close combat. This bonus also applies to Krell, Lord of 
Undeath should he be in the same unit. Note that the bonus 
is not conferred to any mounts they may have. 

THE SCREAMING BANNER 25 points 

Magic Standard 


Even the bravest warriors tremble at the thought of fighting 
against a unit carrying this terrifying banner. The squalling wails 
emanating from the folds of this tattered standard recall the horrors 
of war and the laments of the wounded and dying. Ml who hear it 
swear later that their fallen comrades cried out to them, screaming 
in pain and begging for their soul's release from torment. 


Enemy units taking a Fear test whilst in combat with the unit 
carrying this banner must roll one extra dice for the test and 
discard the one with the lowest result. 


Bldsphcnims Artefacts 

fust as there are men whose souls resonate with cruelty even 
after death, there are dark treasures in the world that are 
saturated with the energies of evil deeds. Many of these have 
spent centuries in the possession of potent liches or Vampire 
lords; some are even said to have belonged to the Great 
Necromancer Nagash himself Wars haoe been fought and 
countless Hoes expended over such nefarious items, for it is 
rumoured that some can grant power over death itself 

























BLACK PERIAPT 
Arcane Item 


55 points 


Any tomb robber would sell his own grandmother for a gem the size 
of the Black Periapt , but the true power of this strangely glowing 
artefact is only realized in the hands of a spellcaster. 

The Black Periapt allows the bearer to save up to two of his 
army’s unused power dice or dispel dice at the end of any 
Magic phase, and then add them to his side’s power or dispel 
dice pool at the start of the next Magic phase. 

Example: At the end of his Magic phase, the Vampire Counts player 
decides to save two power dice in the Black Periapt. In the opponent's 
next Magic phase, he therefore benefits from two extra dispel dice. 
During that turn, he stores a dispel dice for his next Magic phase, 
whereupon he benefits from an extra power dice. 

STAFF OF DAMNATION 40 points 

Arcane Item 


This gnarled stave has been carved from the blackened heartwood 
of the Hangmans Tree. Decorated with the bones of murderers and 
soaked in the blood of the traitorous Necromancer Ulbrecht Thrice- 
Cursed, the Staff of Damnation contains a powerful spell that fills 
nearby Undead with a frantic vitality. 

Bound Spell (Power Level 4). If cast successfully, this item 
casts an augment spell. All friendly Undead units (and their 
mounts) within 6" of the bearer gain the Extra Attack special 
rule until the start of the bearer’s next Magic phase. 

THE CURSED BOOK 35 points 

Arcane Item 


This tome was written by the mad Necromancer Har-ak-Iman, 
said to be the most depraved man to have ever lived. His vileness 
radiates from The Cursed Book, draining life and energy from all 
living beings. Each page contains a powerful curse that can cripple 
and demoralise those nearby, though once read, they fade from sight 
until the light of Morrslieb is cast upon them. 

At the beginning of the bearer’s Magic phase, the bearer 
may choose to sacrifice D3 power dice from the pool. If he 
does so, roll a D6 on the following chart. Assuming there is a 
viable target for the indicated spell, that spell is automatically 
cast at its minimum casting value, requiring no power dice. A 
dispel attempt can be made as normal. If you don’t have the 
requisite number of dice to sacrifice, then you lose what dice 
you have and the book has no effect this turn. 


D6 

Spell Cast 

1 

Melkoth’s Mystifying Miasma (Lore of Shadow) 

2 

The Enfeebling Foe (Lore of Shadow) 

3 j 

The Withering (Lore of Shadow) 

4 

Soulblight (Lore of Death) 

5 

Doom and Darkness (Lore of Death) 

6 

Curse of the Midnight Wind (Lore of Heavens) 


"TtSjJpv 



BOOK OF ARKHAN 25 points 

Arcane Item 


This terrible book is said to have belonged to the infamous Arkhan 
the Black, greatest of Nagash's disciples. During the longs years of 
his tutelage, Arkhan kept extensive notes on his reviled experiments 
within the pages of this tome, and it is said that he still searches for 
it to this day. When its words are intoned, nearby Undead move 
with a vigour that defies belief. 

Bound Spell (Power Level 3). This item casts the Vanhel’s 
Danse Macabre spell (see page 60). 

ROD OF FLAMING DEATH 40 points 

Enchanted Item 


The eye sockets of the skull atop this ages-old rod glow bright with 
magicalfire, and its jaws clatter and gnash constantly. It contains 
a spell of fiery destruction that takes the shape of a shrieking skull. 
When the skull detonates upon its targets, thick tendrils of green- 
black flame swirl around them, turning everything they touch to ash. 

Bound Spell (Power Level 3). If cast successfully, this item 
casts a magic missile with a range of 18" that inflicts D6 
Strength 4 hits with the Flaming Attacks special rule. Any 
unit taking one or more unsaved Wounds from this spell 
must immediately take a Panic test. Furthermore, if the target 
unit moves for any reason during its next turn, every model 
in the unit suffers an immediate Strength 4 hit, after which 
the spell’s effects end. If the unit does not move the spell 
ends at the start of the caster’s next Magic phase. 















































THE LORE OF 
NEHEKHARA 


Khsar's Incantation of the Desert Wind is an augment spell that targets all unengaged friendly Nehekharan Undead units within 12". The 
targets can immediately make a normal move as if it were the Remaining Moves sub-phase. The Wizard can choose to have this spell 
target all unengaged friendly Nehekharan Undead units within 24+ If he does so, the casting value is increased to 16 +. No unit can be 
moved by Khsar's Incantation of the Desert Wind more than once per turn (though they stiU benefit from the Resdess Dead Lore Attribute). 


1 Djaf s Incantation of Cursed Blades Cast on 7+ 

* *As the Liche Priest utters this ancient mantra , he imbues the 
weapons of the Nehekharan warriors with the essence of Djaf the 
jackal-headed god of the dead , who hungers for the souls of the living 
above all things. 

Djaf s Incantation of Cursed Blades is an augment spell with a 
range of 12+ The target unit's close combat Attacks gain the 
Killing Blow ability until the start of your next Magic phase. 

If the target unit’s Attacks already have the Killing Blow or 
Heroic Killing Blow ability these will take effect on any To 
Wound rolls of a 5 or 6 whilst this spell is in play. The Wizard 
can choose to extend the range of this spell to 24+ If he docs so, 
the casting value is increased to 10+. 


2 Ncnf s Incantation of Protection Cast on 9+ 

* At the Liche Priest intones this blessing his foes find their sword 
strokes mysteriously turned aside as Ner% wife of Ptra and goddess of 
protection , reaches out to shield Nehekhara *s warriors from the evils 
of the night 

Nerus Incantation of Protection is an augment spell with a range 
of 12+ The target unit gains a 5 + ward save until the start of 
the caster's next Magic phase. The Wizard can instead choose 
to have this spell target all friendly Nehekharan Undead units 
within 12". If he docs so, the casting value is increased to 18 + . 


Ptra’s Incantation of Righteous Smiting Cast on 9+ 

^ ■ As the verses of this incantation are spoken, a fierce tight 
emanates from the empty eye sockets of the Nehekharan Undead as the 
power of Ptra infuses these warriors with the speed and fury to smite 
their foes. 

Ptra j Incantation of Righteous Smiting is an augment spell with a 
range of 12+ The target’s Attacks are increased by 1 until the 
start of the caster's next Magic phase (this includes the Attacks 
of mounts and models crewing a war machine, chariot, monster 
etc). In addition, if the target unit is armed w ith a bow or great 
bow, it gains the Multiple Shot (2) special rule until the start of 
the caster's next Magic phase. 

The Wizard can instead choose to have this spell target all 
friendly Nehekharan Undead units within 24+ If he does so, 
the casting value is increased to 18 + 


Usman's Incantation of Vengeance Cast on 10+ 

• Skeletal hands burst from beneath the surface to drag those above 
into a grave as the Liche Priest invokes the names of Usman. 

Usmans Incantation of Vengeance is a hex spell with a range of 
18+ The target unit suffers -D.1 to its Movement (to a 
minimum of 1) and treats all terrain (even open ground) as 
Dangerous Terrain, testing every time it moves (including when 
charging, fleeing, pursuing, moving compulsorily etc.) until the 
start of the caster's next Magic phase. The Wizard can instead 
choose to extend the range of this spell to 36+ If he does so, the 
casting value is increased to 13+ . 


C Usekhp’s Incantation of Desiccation Cast on 11 + 

^ • As the Liche Priest intones the curse of desiccation, every syllable 
strips the moisture from his victims’ bodies, sapping their vitality. 

Usekkp's Incantation of Desiccation is a hex spell with a range of 
24". Hie target unit lias -1 Strength and -1 Toughness (to a 
minimum of l) until the start of the caster's next Magic phase. 
The Wizard can choose to reduce the target’s Strength and 
Toughness by D3 (to a minimum of 1) until the start of his next 
Magic phase. If he does so, the casting value is increased to 22+ . 


6 Sakhmet s Incantation of the Skullstorm Cist on 15+ 

• A whirlwind of skulls tears across the battlefield, devouring 
everything in its path in the name of the goddess Sakhmet. 

Remains in play. Sakhmet s Incantation of the Skullstorm is a 
magical vortex that uses the small round template. Once the 
template is placed, the player nominates the direction in which 
the Skullstorm will move. To determine how many inches the 
template moves, roll an artillery dice and multiply the result by 
the caster’s Wizard level If the result on the artillery dice is a 
misfire, centre the template on the caster instead; the template 
moves a number of inches equal to the caster’s Wizard level, in a 
random direction (if you roll a hit, the template remains where it 
is)* Any model under, or passed over by, the template suffers a 
single Strength 4 hit. In subsequent turns, the Skullstorm travels 
in a random direction and moves a number of inches equal to 
the roll of an artillery dice (if a misfire is rolled, the Skullstorm 
dissipates and is removed). A Wizard can infuse the Skullstorm 
with more power, so that it uses the large round template instead. 
If he does so, the casting value is increased to 25+. 


The Restless Dead (Lore Attribute) 

Kach time a Wizard successfully casts an augment spell 
from the Lore of Nehekhara at a friendly Nehekharan 
Undead unit, the targct( s) of the spell immediately 
recovers D3+ 1 Wounds’ worth of models, as described 
in Resurrecting Fallen Warriors on page 28. Units with 
the Animated Construct rule can only ever recover a 
single lost Wound in this way per Magic phase. 


Khsar's Incantation of the Desert Wind (Signature Spell) Cast on 8+ 

Harnessing the power of Khsar, god of the desert winds, the Liche Priest .summons forth a sandstorm that engulfs the undying waniors of 
Nehekhara and carries them across the battlefield. 





















TREASURES OF THE NECROPOLIS 


On the following pages are magic items available to Tomb Kings armies* These can be taken in addition 
to any of the magic items listed in the Warhammer rule book* 


DESTROYER OF ETERNITIES 

Magic Weapon 


80 points BLADE OF ANTARHAK 

Magic Weapon 


50 points 


The bloodthirsty King Nekhesh was the first to wield this massive, 
ornate blade in battle, severing limbs and heads with every 
sweeping blow. Imbued with powerful incantations , the blade of 
this weapon is impossibly sharp and can cleave through armour, 
flesh ami bone with equal ease, Furthermore, this weapon is said to 
destroy the souls of its victims, thereby denying them any hope of 
reaching the afterlife. The Destroyer of Eternities was thus greatly 
feared in ancient Nehekhara, and to be slain by its cursed blade 
was considered a fate infinitely worse than mere death, 

Tomb King on foot only. Attacks made with the Destroyer of 
Eternities are at +2 Strength, and have the Heroic Killing 
Blow special rule. The wielder can choose to exchange all of 
his Attacks to make a special 'Sweeping Attack 1 - if he does 
so, all enemy models in base contact with the wielder suffer a 
single automatic hit (also at +2 Strength and with Heroic 
Killing Blow). If a target is a character riding a chariot or 
monster, then both the rider and mount each take a single 
automatic hit. In a challenge, only the models engaged in the 
challenge count as being in base contact with the Tomb King. 



Forged for the Tomb Prince Antarhak, this weapon draws the life 
energy from the slain and suffuses the wielder with the stolen 
essence. Those whose bodies are pierced by this cursed blade age 
decades in mere seconds t their once powerful frames reduced to 
withered husks in the span of a few heartbeats . As the foe's vitality 
is sapped, the wielder s wounds heal, and a semblance of youth 
returns, if only temporarily, to their time-ravaged features. 

For every unsaved Wound inflicted by the Blade of 
Antarhak, the wielder immediately regains a single Wound 
lost earlier in the battle. If the bearer is already at his starting 
number of Wounds and inflicts another unsaved Wound 
with this weapon, he gains the Regeneration special rule 
until the end of the next player turn. 

GOLDEN DEATH MASK 

OF KHAR NUT 60 points 

Enchanted Item 


According to Nehekharan beliefs , in the afterlife the gods would 
bestow each king with a body of gold. Thus , when Prince Kkarnut 
awoke from his death-sleep he was horr ified at his withered\ 
skeletal visage and demanded the Mortuary Cult fashion for him a 
magnificent golden death mask. / lowever; when the mask was 
being sealed around KharnuTs head\ a drop of molten gold fell upon 
the Prime's embalmed body, immolating him in a fiery blaze , The 
Prince's spirit ivas not destroyed, but was mystically bound within 
the expressionless mask. The taint of death hangs heavy upon the 
death mask , gripping the hearts of all who gaze upon it. 

The model wearing this mask causes Terror. In addition, 
enemy units within 6" of the wearer cannot make use of their 
general^ Inspiring Presence special rule or their Battle 
Standard Bearer’s 11 old Your Ground special rule. 

CLOAK OF THE DUNES 50 points 

Erich unfed Item 


This fabled cloak is said to have been created by Kksar the Faceless, 
the god of the desert who took on the form on the elemental wind. 
The Cloak of the Dunes is infused with the magic of the deserts, 
enabling the wearer to transform himself into a whirling cloud of 
sand. As the bearer moves across the desert, a cone of sharp sand 
follows in his wake that can strip flesh from bone. 

Infantry character on foot only. The wearer of the Cloak of 
Dunes has the Fly special rule. In addition, if the bearer 
moves over an unengaged enemy unit in the Remaining 
Moves sub-phase, that enemy unit immediately suffers 2D6 
Strength 2 hits, resolved as for shooting attacks. The bearer 
can move over several enemy units in the same turn if you 
wish, causing damage to every unit. The same target unit 
cannot be affected more than once in the same turn. 












NEFERRAS SCROLLS OF 
MIGHTY INCANTATIONS 

Arcane Item 


50 points 


Neferra , High Priestess to King Khutef committed her lifetime of 
knowledge to eight enchanted scrolls so that it would never he lost. 
The ink with which the hieroglyphs were inscribed was mixed with 
the blood of sacrificed slaves, each drop being individually blessed in 
a week-long ritual Each scroll took over a decade of painstaking 
work to complete , but the raw power imbued within them can 
transform the simplest incantation into an unstoppable hurricane of 
power Nefetra was so paranoid that a rival might steal her sacred 
scrolls that she also wrought powerful curses onto the parchments 
that would bring about an unwitting thief 's destruction. 

One use only. A Wizard can declare that he is using 
Neferra’s Scrolls of Mighty Incantations immediately before 
casting a spell. If he does so, the Wizard must add a number 
of extra bonus dice, equal to his Wizard level, to the power 
dice he is going to roll (you still need to roll at least one dice 
from the power pool). The bonus dice do not count as power 
dice. However, a roll of any double when casting a spell 
using them will cause irresistible force (and a miscast). 


ENKHILS KANOPI 25 points 

Arcane Item 


Within this inauspicious day vessel is the ancient heart of High 
Priest Enkhil, removed from his corpse when he was embalmed and 
entombed within the great necropolis ofMahrak. Enkhil was a 
jealous and powerful priest, and his undying essence is contained 
within his shrivelled heart to this day . When the vulture-headed lid 
is opened, this tanopic jar sucks the swirling magical energy from the 
ah; drawing the power into the vessel itself EnkhiTs Kanopi is 
much sought after, as it can not only thwart the sorceries of enemy 
wizards s but also strengthen a I ache Priests own incantationsi 

Bound spell (Power Level 3). If cast successfully, roll a D6 
for every ‘remains in play’ spell on the tabletop: on a 2 + 
that spell is automatically dispelled. For each spell that is 
ended in this way, add D3 power dice to your power pool 


STANDARD OF THE 

UNDYING LEGION 50 points 

Magic Standard 



BANNER OF THE HIDDEN DEAD 90 points 

Magic Standard 


Belonging to the fabled Hawk Legion , the elite army who guarded 
Settra before his mummification, the Banner of the Hidden Dead 
summons the souls of one of their regiments from their honoured 
place in the Underworld. Wrought with powerful incantations, the 
ancient dead are called to this banner like moths to a flame. The 
magic of the banner then binds these souls into the skeletal remains 
of warriors who have long lain buried and forgotten beneath the 
sands. At a wordless command\ skeletal soldiers punch through the 
desert surface, forming into perfect ranks or long-dead charioteers 
burst forth from the dunes for the first time in mi lien ia, ready to 
wage war once more for the glory of Nehekhara. 


This great standard once decorated the tomb of King Lahmizzar’s 
Jackal Legion* the elite Tomb Guard of Qua tar. Every one of these 
warriors, the fiercest of all the king's army , swore their oath of 
eternal servitude under the shadow of this banner, slitting their 
palms and daubing the standard's top — a likeness of Djaf the 
jackal-headed god of the dead — in their own blood. The spirits of 
Lahmizzars legion live on within this ancient icon to this day. 
Whenever the Standard of the Undying Legion is taken forth into 
battle , these warrior-spirits restore the fallen and inhabit their 
bodies to fight again and fulfil their undying pledge , 


Bound Spell (power level 5). This banner contains an 
augment spell that can only be cast on the bearer's unit. 
If sucessfully cast, the bearer's unit immediately recovers 
D6 + 2 Wounds’ worth of models, as described in 
Resurrecting Fallen Warriors on page 28. 



Nominate one of your units of infantry, cavalry, or chariots 
with the Nehekharan Undead rule that has yet to deploy, 
whose total points value is no greater than 150 points. That 
unit gains the Entombed Beneath the Sands special rule (see 
page 29). When this unit arrives on the battlefield you must 
place its ‘Entombed Beneath the Sands' marker within 12" 
of the Banner of the Hidden Dead. If the bearer of this 
banner is destroyed before the hidden unit emerges, the 
entire hidden unit is destroyed and removed as casualties, 


In addition, every unit with the Entombed Beneath the 
Sands special rule that attempts to emerge whilst its marker 
is within 12" of the Banner of the Hidden Dead (including 
your nominated hidden unit) can rc-roll the scatter and 
artillery dice when emerging. Note that you must either 
re-roll both, or neither of the dice. 
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Count Mannfred 

6 
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5 
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56 
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1 

3 

0 
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2 
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Black Knight 
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6 
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1 
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4 
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- Hellwraith 

6 

3 

0 

3 

3 

1 

2 

2 

5 

Ca 

- 

Necromancer 

4 

3 

3 

3 

3 

2 

3 

1 

7 

In 

28 
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6 

4 
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- 

- 

- 

5 

6 

4 

- 
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HH 

- 

- 

5 

5 

5 

- 

- 
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Ch 

52 
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- 

3 

0 

3 

- 

- 

2 

3 
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- 

- 
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- 

5 

3 

5 

- 

- 

5 

2 

7 

- 

- 
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3 

0 

4 

- 

- 

2 

1 

- 

- 

- 
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8 

3 

0 

3 

- 
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1 2D6 


m 

- 

Blood Knight 

4 

5 

3 

5 

4 

1 

5 

2 
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Ca 

45 

Hellsteed 

8 

3 

0 

4 

4 

1 

2 

1 

3 

WB 

50 

- Kastellan 

4 

5 

3 

5 

4 

1 

5 

3 

7 

Ca 

> 

Nightmare 

8 

3 

0 

4 

4 

1 

2 

1 

3 

WB 

50 

- Barded Nightmare 

8 

3 

0 

4 

4 

1 

2 

1 

3 

- 

- 
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8 

2 

0 

3 

3 

1 

2 
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WB 

51 

Cairn Wraith 

6 
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0 

3 

3 

2 

2 
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5 

In 

30 
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6 

3 

0 

5 

5 

5 

2 

4 

4 

Mo 

48 
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6 
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0 

3 
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In 
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6 
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2 
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Mo 

49 
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- 

- 
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5 

5 

5 

- 
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Ch 
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6 
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5 

6 

6 

3 

4 

4 

Mo 
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- Crypt Ghast 

4 

3 

0 

3 

4 

1 

3 

3 

5 

In 

- 

Varghulf 

8 

5 

0 

5 

5 

4 

4 

5 

4 

Mo 

44 

Dire Wolf 

9 

3 

0 

3 

3 

1 

3 

1 

3 

WB 
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- Doom Wolf 

9 

3 

0 

3 

3 

1 

3 

2 

3 

WB 

- 

Troop Type Key: In= Infantry, WB = 

: War Beast, Ca 

i= 

Cavalry, 


Skeleton Warrior 

4 

2 

2 

3 

3 

1 

2 

1 

3 

In 

35 

Ch = Chariot, MI= 

Monstrous Infantry, MB = 

=Monstrous Beast, 


- Skeleton Champion 

4 

2 

2 

3 

3 

1 

2 

2 

3 

In 

- 

M C =Monstrous Cavalry , S C : 

—Special Character, Mo= 

Monster, 


Zombie 

4 

1 

0 

3 

3 

1 

1 

1 

2 

In 

34 

Sw =Swarms, Un = 

: Unique, WM : 

= War Machine. 














i 


I 


< 



SUMMARY 


LORDS 

M 

ws 

BS 

S 

T 

W 

I 

A 

Ld Type 

Tg 

SPECIAL 

M 

WS BS 

S 

T 

W I 

A 

Ld Type 

n 

Arkhan the Black 

4 

4 

3 

5 

5 

3 

3 

3 

9 

In(SC) 

57 

Carrion 

2 

3 

0 

4 

4 

2 3 

3 

4 

WB 

42 

Grand Hierophant 












Khemrian Warsphinx 

6 

4 

0 

5 

8 

5 1 

4 

8 

Mo 

48 

Khatep 

4 

3 

3 

3 

4 

3 

2 

1 

9 

In(SC) 

56 

- Tomb Guard Crew 

- 

3 

3 

4 

- 

- 3 

I 

8 



Lie he High Priest 

4 

3 

3 

3 

4 

3 

2 

1 

8 

In 

31 

Necropolis Knight 

4 

4 

3 

4 

4 

1 3 

2 

8 

MC 

44 

High Queen Khalida 

6 

6 

3 

4 

5 

3 

9 

5 

10 In (SC) 

55 

- Necropolis Captain 

4 

4 

3 

4 

4 

1 3 

3 

8 



Setfra the Imperishable 4 

7 

3 

6 

5 

4 

3 

5 

10 

In(SC) 

53 

- Necroserpent 

7 

3 

0 

5 

4 

3 3 

3 

8 



- Chariot of the Gods 

- 

- 

- 

5 

5 

5 

- 

- 

- 

Ch 


Sepulchral Stalker 

7 

3 

3 

4 

4 

3 3 

2 

8 

MB 

45 

- Skeletal Steed 

8 

2 

- 

3 

- 

- 

2 

1 

- 



Tomb Guard 

4 

3 

3 

4 

4 

1 3 

1 

8 

In 

39 

Tomb King 

4 

6 

3 

5 

5 

4 

3 

4 

10 

In 

30 

- Tomb Captain 

4 

3 

3 

4 

4 

1 3 

2 

8 















Tomb Scorpion 

7 

4 

0 

5 

5 

3 3 

4 

8 

MB 

47 













Tomb Swarm 

4 

3 

0 

2 

2 

5 1 

5 

10 

Sw 

43 

HEROES 

M 

WS 

BS 

s 

T 

w 

1 

A 

I,d 

Type 


Ushabti 

5 

4 

2 

4 

4 

3 3 

3 

8 

Ml 

46 

Lithe Priest 

4 

3 

3 

3 

3 

2 

2 

1 

7 

In 

31 

- Ushabti Ancient 

5 

4 

2 

4 

4 

3 3 

4 

8 



Neerotect 

4 

3 

3 

4 

4 

2 

3 

2 

7 

In 

33 












Prince Apophas 

4 

4 

3 

4 

3 

4 

1 

5 

8 

In(SC) 

58 












Ramhntep the Visionary 

4 

3 

3 

4 

4 

2 

3 

2 

7 

In(SC) 

59 

RARE 

M 

WS BS 

S 

T 

W I 

A 

Ld 

Type 

P* 

The Herald Nekaph 

4 

5 

3 

4 

4 

2 

3 

3 

8 

In(SC) 

54 

Casket of Souls 

- 

- 

- 

- 

10 

3 - 

- 

- 

WM 

40 

Tomb Herald 

4 

4 

3 

4 

4 

2 

3 

3 

8 

In 

32 

- Keeper of the Casket 

4 

3 

3 

3 

3 

l 3 

2 

8 



Tomb Prince 

4 

5 

3 

4 

5 

3 

3 

3 

9 

In 

30 

- Casket Guard 

4 

3 

3 

3 

3 

1 3 

2 

8 















Hierotitan 

6 

3 

0 

6 

6 

5 1 

3 

8 

Mo 

52 













Necrolith Colossus 

6 

3 

2 

6 

6 

5 1 

4 

8 

Mo 

51 

CORE 

M 

WS 

BS 

S 

T 

W 

1 

A 

Ld Type 

F4 

Necrosphinx 

6 

4 

0 

5 

8 

5 1 

5 

8 

Mo 

50 

Skeleton Chariot 

- 

- 

- 

4 

4 

3 

- 

- 

- 

Ch 

38 

Screaming Skull 

- 

- 

- 

- 

7 

3 - 

- 

- 

WM 

41 

- Skeleton Charioteer 

- 

3 

2 

3 

- 

- 

2 

2 

7 



Catapult 











- Master of Chariots 

- 

3 

2 

3 

- 

- 

2 

3 

7 



- Skeleton Crew 

4 

2 

2 

3 

3 

1 2 

I 

5 



- Skeletal Steed 

8 

2 

- 

3 

- 

- 

2 

1 

- 














Skeleton Horseman 

4 

2 

2 

3 

3 

1 

2 

1 

5 

Ca 

36 












- Master of Horse 

4 

2 

2 

3 

3 

l 

2 

2 

5 



MOUNT 

M 

WS BS 

S 

T W I 

A 

Ld Type 

n 

- Skeletal Steed 

8 

2 

0 

3 

3 

1 

2 

1 

5 



Skeletal Steed 

8 

2 

0 

3 

3 

1 2 

1 

5 

WB 

Wr. 

Skeleton Horseman 

4 

2 

2 

3 

3 

1 

2 

1 

5 

Ca 

37 

Khemrian Warsphinx 

6 

4 

0 

5 

8 

5 1 

4 

8 

Mo 

48 

- Master of Scouts 

4 

2 

3 

3 

3 

1 

2 

1 

5 



Skeleton Chariot 

- 

- 

- 

4 

4 

3 - 

- 

- 

Ch 

38 

- Skeletal Steed 

8 

2 

0 

3 

3 

1 

2 

1 

5 














Skeleton Warrior 

4 

2 

2 

3 

3 

1 

2 

1 

5 

In 

34 

Troop Type Keys 1 n=Infantry t WB 

= BS*r Ca~ 

Cavalry, 



- Master of Arms 

4 

2 

2 

3 

3 

1 

2 

2 

5 



M 1 = Monstrous Infantry , MB= Monstrous Btast, M C = 

Mvnstrvus Cavalry, 


Skeleton Archer 

4 

2 

2 

3 

3 

1 

2 

1 

5 

In 

35 

SC = Special Character, Mo- 

MmtsW; Ch 

= Cfetr&t, Sw- 

-Stvanrn, 



- Master of Arrows 

4 

2 

3 

3 

3 

1 

2 

1 

5 



Un = Unique^ W M = War Machine. 



















